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PS2 Online HOT SCREENS: Check. 
is Li YE! / out Tony’s new tricks! 


First Games Reviewed 



















i aa What's New and Next 

|FULL STRATEGY! 

FINAL IY 
KINGDOM 

s LEUR. 


Square masterpiece? 


PLAYTEST; 








THE MONTH 


We reveal which racer 
outruns all the rest 


PLUS -< 
Shinobi 
NBA Live 2003 
Ratchet & Clank 
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REAKIN! |SQUARES | METAL 
САВҮ SECRET RPG | GEA 


Bone-chilling screens | First Screens of PSSST: You didn’t hear 
of SILENT HILL 3 UNLIMITED SAGA! this from us, but... 
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you didn’t steal 


this issue, did you? 


ecause, y'know, some folks would 
have us believe that playing games 
like Grand Theft Auto turns nice, 
church-going boys into blood- 
thirsty criminals. Yeah, right. 
While some people will just never "get it", 
millions of you did, making Grand Theft Auto 
IIl last year's biggest-selling game. It became 
an instant pop culture phenomenon, making 
headlines with its controversial content. 


Ever wonder what a crack team 
of videogame journalists looks 
like? ...Aw, c'mon folks, just 
work with us a little, here... 








Beyond all of the hype though, the real 
reason for GTAIII’s success is simple: it's a fun, 
brilliantly designed game. And after cruising 
through GTA: Vice City, we're happy to report 
that the thrill hasn’t worn off one bit. 

Our massive story starts on page 88, and 
we couldn’t be more excited to give you this 
exclusive look at what's sure to be the year's 
biggest game. Hey, even good boys need to 
be bad, sometimes! CHRIS SLATE 


Sm) STEPHEN FROST 
SENIOR EDITOR 


23 DISLIKES: Bad voice-acting 
"| HOBBIES: Movies, Paintball 


Brushes with The Law? 
I’ve been pulled over for 
wreckless driving... but 
that was only by campus 
security. | was on my bike. 


BILL DONOHUE 
MANAGING EDITOR 


LIKES: polish-pope.com 
HOBBIES: Selling CDs! 


Brushes with The Law? 
No, no brushes, but | have » 


been arrested and incarcer- 
ated several times... bo 
usually at Raider games. | t. 





| RANDY NELSON 
| REVIEWS EDITOR 


$9 LIKES: Classic games 
?| HOBBIES: Toy collecting 


Brushes with The Law? | 
I’ve never been arrested, | 
but I have heard a song by | 
| Arrested Development. | 
Does that count? | 
| 
| 
| 










] DAN FITZPATRICK 
| ART DIRECTOR 


LIKES: Pre-work Golf 
+ HOBBIES: Demolition 


Brushes with The Law? | 
In high school, my girl- | 
friend and | were sternly | 
N lectured one night by a cop | 
A who caught us “parking?” 


; ME ott 
DIDN'T JUST 
RUN OVER 


-/ WHO |S THAT 
M LADY THAT HE 
JUST PICKED Ж 


Editor-In-Chief 


Games that make you 
think creatively 
Comics, hoops, J-Pop, 
movies, anime, DVDs, drawing 








Hmm... Well, | have gotten a 
few traffic tickets. Oh, and | 
once thought about visiting 
Alcatraz, but then I didn’t... 
Man, I lead a safe, boring life. 


ERIC BRATCHER 
ASSOCIATE EDITOR 


LIKES: Giant robots 


** | HOBBIES: Potato sculpture 


_| Brushes with The Law? 
_| I don't want to talk much 

| about it, but did you know 
that a park ranger can bust 
you anywhere in the state? 


GARY LIEW 
ASSOCIATE ART DIRECTOR 


LIKES: Having legs 
| HOBBIES: Standing around 


Brushes with The Law? 
The followers of Bingaloo 
have no brushes; we only 
use combs, for the waxed 
paper is free! 


ou may not have heard of Grand Theft Auto yet, but trust us, this game is going to 
Y» HOT. In it, you get to do stuff like—get this—steal cars and drive them around! 
And... what's that? Well, yeah, we have been living under a rock... why do you ask? 
r 
GRAND 
E : н : | T n Jn É 
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Introducing the Network Adaptor for PlayStation.2. 
Reach out and smoke someone. 


Or cross-check, smash, tackle, leg-sweep or ollie over them-— even if they're in another 
time zone. With the Network Adaptor (Ethernet/modem) (for PlayStation.2), just 
about anything is possible. Like downloading new rosters, stadiums and characters. 
Trash-talking opponents you've never met. Or, better yet, starting your very own 
East Coast-West Coast sports rivalry. All against live competition, so no two games 
are ever alike. The Network Adaptor for PlayStation 2 is here. Get your game online. : | à D | 


WHAT YOU GET: 





* The Network Adaptor, which offers both dial-up and broadband connectivity 
* Start-Up Disc with playable demos of Madden NFL' 2003 and Frequency" 


* Video demos of Tribes" Aerial Assault, ATV Offroad Fury" 2 and 
Tony Hawk Pro Skater" 4 


* Mail-in offer for a FREE copy of Twisted Metal:Black" ONLINE 
* All this for just $39.99 (SRP) 


WHAT YOU NEED TO CONNECT: 

* PlayStation 2 (duh) 

* Network Adaptor (obviously) 

* Memory card (8MB for PlayStation 2) with at least 137K of space (that ain't much) 


* Dial-up or broadband Internet connection (in English: such as cable modem, DSL, 
T1or just a plain ol' phone line) 


* Network Adaptor Start-Up Disc to create ISP settings (don't worry, it's easy) 


OTHER STUFF: 





* The Network Adaptor works with just about any ISP subscriber, including AOL, AT&T 
Worldnet, EarthLink, Prodigy/SBC and Sympatico. Check with your ISP for details. 





These are just a few of the games with online features available this year: | 

















AutoModellista” ATV Offroad Fury" 2 Madden NFE' 2003 Tony Hawk Pro Skater" 4 SOCOM: U.S. Navy SEALs 


www.playstation.com "PlayStation" and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. “Live In Your World. Play In Ours.” is a trademark of Sony Computer Entertainmen 
(NFL-related) marks are trademarks of the National Football League. Officially licensed product of PLAYERS INC. The PLAYERS INC. logo is a registered trademark of NFL players. www.nflplayers.com. ©2002 P 


м 
CERERI. 





PRODUCTS RANGE FROM 
RATING PENDING TO MATURE 





CONTENT RATED BY 


ў LIVE IN YOUR WXRLD. 
merica Inc. NFL GameDay 2003 ©2002 NFL Properties LLC. Team names and logos are trademarks of the teams indicated. All other S 
S INC. All other games featured herein are trademarked and copyrighted properties of their respective publishers and/or licensors. PLAY IN OURS 





PLAYSTATION.2. NOW ONLINE. 


CLONED SHEEP JEALOUS: MAS TO BE MORPHED 


Î PROFESSOR BURNITALL'S 
JSECRET PLAN FOR 
- WORLD DOMINATION! 


21 He Hates Muto-The Inside Scoop 


F 2 
5. 


|= 


Pull-Out PES | 


THE NMAIDVVAY GAMING'S NEWSPAPER" 


HEVEALER 


$ 1 .79/canapa s2.15 www.drmuto.midway.com SUMMER 2002 EDITION 





RATING PENDING 


Visit www.esrb.org or ru a РІауѕ = Mi IDWAY 


call 1-800-771-3772 P P d www.midway.com 


for Rating Information. 











® 





Dr. Muto © 2002 Midway Games West Inc. All rights reserved. MIDWAY and the Midway Logo are registered trademarks of Midway Amusement Games, LLC. Used by permission. DR. MUTO is a trademark of Midway Games 
West | istributed under license by Midway Hom nment Inc. TM, & Game Boy Advance and the Nintendo GameCube logo are trademarks of Nintendo. "PlayStation" and the "PS" Family logo are registered trademarks 
of Sony Computer Entertainment Inc. Microsoft, Xbox, and the Xbox logos are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or other countries and are used under license from Microsoft. 
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BLOOD and GORE 
VIOLENCE 
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depends ofi leadership, firgpower, and your ability ico corttho] feah. 
_ А hohrific alien Virus uns Famparc, but do you Know who's ‘infected 
“and who ‘ist't? You'll need ‘the ‘trust of your squad ‘to survive, 
But'if уои сай e] their fear, they might Kiti each other, 
take 'thëir ow) lives, ofr decide to take yours. Be aware. Stay calm. 
Don’t jet paranóia Kil] you. www.thethinggames.com 








SGT NE Is like ‘this before. КТ ДЕДИ 





cive, Ine, ang Konami Corporation. Alt righ 
р ENE йн Кин А RS e U 


КОЛОС 





FEATURED 
PREVIEWS 





MGSe: SUBSTANCE 


100-ft. soldiers? Snake in a tux? The extra 
4 features in this game are just nuts! 











ell yeah! Ready for your first look at the 
sequel to GTAIII? Snipe from copters and RATCHET & CLANK 


op wheelies on choppers on pg. 90! These amazing new game screens are a 
рор PP Pe platform gamer’s dream come true! 





SILENT HILL 3 С 
Yeah, this tall, fleshy monst 
gnarly looking, but you : 





TONY HAWK 4 ш | E 
Tony's back for his second run on the PS2, 
and this time he's breaking all the rules. 
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Grand Theft Auto: Vice City 
| he year’s biggest game, our biggest feature. p 


Final Fantasy XI Playtest 


| Three months in another world will do things... to you... pe 

















Try 
putting 
points into 
your breath 
next time, 
loser. 


I've 
got, like, 
maximum 
charisma 
bolnts: 
baby... 






| This could very well be the most addictive racing game ever... 





Your inside look at this month's Your first look at the hottest; — | [= Е АТ U R E [) R EVI EWS 
hot topics, gear and games new PlayStation 2 games 





BLOODRAYNE 66 
IO EVERQUEST 68 
2 E БЕ д HAVEN 74 
It's real, it's here—is it worth it? MARVEL VS CAPCOM 2 53 
'HECKPOIN! Ig MGS2: SUBSTANCE 46 
Find out what games are A uu ed 
coming out next and a whole 
bunch of other cool stuff RALLY FUSION 75 La. 
RATCHET & CLANK 56 z 
аше RYGAR 49 A TEKKEN 415 PSone's biggest 
И атл р . .. SHNOBI 69 fighter king of the hill on PS2? 
The world's most accurate, SILENT HILL 3 49 uU n 1 
in-depth game reviews TENCHU 3 65 
TONY HAWK 4 48 
TRUE CRIME 54 
Soap. at WILD ARMS 3 64 
a T PL 226 WRECKLESS 52 
Wen Сес SME oe, Wace d eda ra: 
ARMORED CORE 3 30 я: Ji m Rs ae 
DINO STALKER 40 ips, guides and cheats that 
[ 1 a SOCOM The game that's 
ei crits 2003 AP Wl Make yo a iner worth taking your PS2 online effort live up to its pro game? 
KELLY SLATER SURFER 30 TEKKEN 4 104 


KINGDOM HEARTS зв KINGDOM HEARTS TIO 
NCAAFOOTBALL2003 35 SOCOM: NAVY SEALS 110 


is the magazine for the gaming elite—the hardcore gamers that support and drive 

NFL GAMEDAY 2003 30 KELLY SLATER SURFER 111 this industry. This is not a “mass-market” magazine. We don’t focus on “fun for the whole 

МГ eee 2 БЕ сне eee m family,’ or waste space interviewing movie stars that have nothing to do with games. 

That's just not what we're into. 

АЕ 2 SO Meo 2003 T is also proudly independent. We have no official corporate sponsor, so you can trust 

: м that our reviews and opinions will always be 100% our own. Our readers always come 

SOCOM: NAVY SEALS 28 NFL 2K3 114 first, and we would never, ever betray your trust. This is our promise to you, the hardcore 
а OOS oF ا‎ LP Ш PlayStation 2 gamer, who deserves nothing less. Now let’s get this issue going! 
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Violence 


NINTENDO 
GAMECUBE. 
ished by Eidos interactive, Inc. Eidos, ive; and the Eidos interactive logo are ali regist 


either registered trademarks or trademarks Of Ао ЕТА НЕЕ 
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Toe akan ah Galdentye return to bring you the most exciting new shooter this side of Hala, " 
Game Now 


` Noe best-looking first-person shooter currently in development for the PSZ " 
Gamespot.com 


“a true heir to GaldenEye...so polished it shines." 
XBOX Nation 


"A brilliant game" 
Nintendo Power 


"TímeSplitters 2 is going to be awesome. 
IGN.com 


‘Looks like one of the best FPS yet. We cant Wall. 
PSM 


SEPTEMBER 
GET YOUR FREE DEMO AT 
WWW.TIMESPLITTERSGAME.COM 


FREES 
RADICAL ¢IDOS 








WHAT DO 
YOU THINK? 


We asked visitors to 
www.psmonline.com what they 
most want to do with their PS2s 





eady or not—and it mostly is— 
PS2 has gone online at long last. 
And while not quite what Sony 
was billing early on (broadband- 
only, music/movie downloads, 
episodic content, etc.) it’s a solid 
start with—and this is the key—some good 
online-ready games to back it up. But is it 
really worthy of all the build-up, and, most 
importantly, your time and money? 

The answer depends on what you're 
expecting. If you're after a real revolution 
in gameplay, well, it's still in the making. 
But if the next level of multi-player com- 
petition (that is, beyond sitting on the 
carpet with some friends and a Multi-Tap) 
is what you're after, then the Network 
Adapter may be the best $40 you've ever 
spent on your gaming habit. 


The real key to PS2 online right now is 
competition—anytime you want to play 
against someone (or multiple someones), 
you can. And they can be anywhere in the 
country, and eventually, the world. 
Twisted Metal Black Online is a great 
example, and one that everyone can 
experience since it's free when you buy 
the Network Adapter (you have to mail 
away for it, however). Playing the game 
against seven other people (three on dial- 
up) is not only a blast, but it also has a 
different "feel" to it than just playing 
against people in the same room (due 
largely to the fact that everyone has their 
own screen). SOCOM: U.S. Navy SEALS is 
another standout when it comes to com- 


Downloading 
movies & 
music (2196) 


online. From the looks of it, 


massively multiplayer games like 
EverQuest still need to create 
more buzz with console gamers. 
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Downloading 
game demos 
& add-ons (21%) 





Twisted Metal Black Online is a great taste of 
what to expect from online gaming—and it’s free! 


petitive play. It’s a solid enough single- 
player game, but when you connect to 
the Net and join up with seven buddies— 
to take on eight opponents—there's no 
doubt that this is where action games are 
(and should be) heading. 

Outside of the games themselves, it 
must be noted that we found the lack of 
web browsing, e-mail, and chat puzzling 
(see boxout)—who doesn't want this? 


Just like the PS2 launch itself, the 
Network Adapter is devoid of any one 
game that everyone just has to have, but 
at the same time, it does have a solid— 
although not especially varied—selection 
of games that will definitely find their 
niches. It's great if you're a sports or 
action fan, but if you're not, you're pretty 
much out of luck for the time being. 

If online gaming on PS2 is going to 
succeed, it will definitely need more must- 
have games—and they're coming. The only 
problem is guessing when. Final Fantasy XI, 


Browsing the web, 
sending email (496) > 


Head-to-head 
games (51%) 


#63 OCTOBER 2002 








www.psmonline.com 


<< IF ONLINE GAMING IS REALLY GOING TO 
SUCCEED ON PS2, IT WILL DEFINITELY NEED 


MORE MUST-HAVE GAMES >> 








WHAT, NO WEB BROWSER? 


rowsing the web, sending e- 
B™ and chatting are key 

parts of the Internet as we 
know it—but not on PS2. It would 
make sense for web, e-mail, and 
chat programs to be included on 
the network startup 
disc, but for some 


reason Sony has | 
decided to leave | 


them out (despite 
the fact that a S40 
add-on that lets 
people play online 
games and do 
normal Internet 
tasks would certainly 
sell plenty of 
Network Adapters). 
Two E3s ago, 
Sony showed a Netscape browser 
running on PS2, but it's since been 
classified M.I.A. When it made its 
Network Adapter pricing and 
release date announcement earlier 
this year, Sony said that third party 


Gran Turismo Online, and Resident Evil 
Online are the three games that stand 
the biggest chance of showing off what 
online play can really be. Unfortunately, 
games of this magnitude are still a ways 
off—FFXI is the only one we have any 
hard intel on, and it's not due until at 
least next spring; it's not even on 
Square EAs radar yet. There's also the 
matter of the PS2 hard disk add-on, 
which is required to play the game 

and has yet to appear any closer to 
release in the States. As it stands, 


Here they are: all of the online-compati- 
ble PS2 games scheduled for release 
during the rest of 2002—and some big 
ones to look forward to in 2003. 


TimeSplitters 2 
Eidos, First-Person Shooter, 
16 Players 


NBA 2K3 
Sega Sports, Sports, Two Players 


NBA Live 2003 
EA Sports, Sports, Two Players 


HAVE YOU 
SEEN ME? 


companies were welcome to 
release their own browsers and 
other Internet programs for PS2. 
PSM contacted third-party periph- 
eral makers, including GameShark 
creator Interact, and none have any 
plans at present. 
_ Interact will support 
the PS2 online 
movement with 
hardware, including 
: various cables and its 
own broadband/ dial- 
up modems. 

So, how are 
budding Netheads 
supposed to get their 
surf on? The only 
possibility we can see 
is if Netscape (or 
another browser maker such as 
Opera Software) were to code their 
browser for PS2 and release it 
directly. Unfortunately, there isn't 
any word on when—or if—they will. 
We'll keep you posted. 





FFXI will need to be re-tooled consider- 
ably to work without it. 

EverQuest Online Adventures is due 
in the spring, and while it's certainly 
more ambitious than current offerings, 
it may not have the same broad 
appeal on PS2 that it does on PC. 


SONY'S LONG- 

TERM PLANS 

So, what's next? Where's all that cool 
stuff like the hard disk drive and 
downloadable demos that Sony 


Tribes: Aerial Assault 
Sierra, First-Person Shooter, 
16 Players 


ATV Offroad Fury 2 

Sony CEA, Racing, Four Players 
Auto Modellista 

Capcom, Racing, Eight Players 


Му 5їтееї 

Sony CEA, Party Game, 

Four Players 

Tony Hawk's Pro Skater 4 
Activision, Sports, Eight Players 


promised so long ago? The only 
update that can be provided is "it's 
still coming" There's no when or how, 
but if the time it's taken to get to this 
point is any indication, don't hold 
your breath. As it stands, we wouldn't 
expect to hear anything solid along 
these lines until next E3, and 
certainly don't expect to see them 
implemented before next fall. 


DIAL-UP VERSUS 
BROADBAND 
One more facet of PS2 online that's 
worth looking at is the difference 
between playing via modem or a high- 
speed connection like DSL or cable. 
The Network Adapter supports both, 
but are there any real differences? 
Right now, the biggest differences 
you'll see are two-fold: 1) games like 
Twisted Metal Black Online will 
support fewer players (but still run as 
smooth) via the modem and 2) 
games like SOCOM can't even be 
played online unless you've got 
broadband. The latter will hopefully 
be an exception to the norm. Overall, 
you're not going to miss much speed- 
wise playing over 56k, but broadband 
is definitely worth looking into for the 
future (and the rare game like SOCOM 
that requires it). 


THE BOTTOM LINE 

For most gamers, the Network 
Adapter isn’t an essential purchase 
right now—but as the months roll on, 
its appeal will certainly increase (as 
the number of compatible games do). 
It’s a nice extra now, but it probably 
won't be until 2003 that we truly see 
PS2 online enter its prime. 


EverQuest Online Adventures 
Sony Online Entertainment, RPG, 
Massively Multiplayer 


Final Fantasy Xl 
Square, RPG, Massively Multiplayer 


Gran Turismo Online 
Sony CEA, Racing, Players TBA 


Resident Evil Online 
Capcom, Adventure, Players TBA 


Star Wars Galaxies 
LucasArts, RPG, Massively Multiplayer 








=> THE TERMINATOR 
WILL BE BACK ON P52 





++ DEAD OR ALIVE 
RET URNS... TO PS2? 


vorkin 


>> 500ЏАКЕ ТЕАЅЕЅ 
AT KINGDOM HEARTS 2 


++ THE SPY WHO 
ROCK-BOTTOMED ME 
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FIRST LOOK 
کک‎ ES Square's Next 4 
TL RPG Revealed) 


nen fies Take a break, Final Fantasy- 
Lae ifs time for Unlimited SaGa 


It’s taken what seems like an eternity, but Square has finally 
announced a new RPG for PS2—Aand it’s not Final Fantasy. 

Instead, it's the latest chapter in the RPG giant's SaGa series, 
titled Unlimited SaGa. 

The game is a sequel to SaGa Frontier182, both of which 
were released in the U.S. on PSone. Gameplay specifics 
haven't been announced yet, but it's probably not too 
much of a leap to expect the multiple hero, multiple 
storyline system that was a hallmark of the earlier 
games to return. It also looks like Square has 1 
E CANADA BUSTS opted to take the hand-drawn sprite SEE T : 4 Laura is one of 

OD CHIP SELLER approach when it comes to the G | the three heroes 
The Ontario Court of Justice in Ottowa game's characters—which are T EIE OE 
every bit as vibrant as its wate e 


color-like world. A qt 
Square EA-edn’t-confirm 


\ speci ifie-U.S-rélease plans, but it’s due 
tin Japan before year's end. We 
wouldn't be surprised to see it here 
before next summer—Square 
definitely needs something 
to fill its RPG void before 
the yet-unscheduled se 
Final Fantasy XI 
comes out. 














V Battle scenes 
reveal the vibrancy 
of the game's world 
and its sprite-based 
characters. 





















+ SONY SAYS ADIOS 
TO POCKETSTATION 











etore it hit shelves. TUTE TE ese 


like panels with word balloons for dialogue. 
Ка ey 
ARCADE BOARD 
iVnile companies such a 





IMPORT WATCH 


=) More Final Fantasy For PSone 


ehuna seri In addition to Unlimited Saga, Square ^» Overall, the visuals 
HINT SUIS is also readying PSone remakes of the SE Ik deci 
MATIN very first two Final Fantasy games 16-bit. But the rendered 
(originally seen on Nintendo’s NES and Bae Ratt ip 
Famicom) for release this winter in CHOW. SM : 
Ex SAKURA TAISEN Japan. Despite being on 32-bit шешш apio Bie 
COMES TO U.S. hardware, however, the games will 
шрег-рори!аг Se d feature decidedly SNES-style graphics 
coupled with copious amounts of CG 
cinematics—so they won't look 
entirely retro. 

The games will be sold separately 
for ¥3800 (about $33) or in a special 
set containing both games and three 
action figures. Square hasn't 
announced plans to bring the remakes 
stateside, but we'll keep you updated. 
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File this one under “just plain 
awesome”. Sony has released two 
limited edition PS2 systems in Japan 
that ditch the standard case in favor of 
translucent blue or see-through black. 
The machines retail for just slightly 
more than a basic PS2 (about $255) 
and come with matching vertical 
stands, DualShock 2 controllers, and a 
black DVD remote. Production on 
these systems was limited to 250,000 
units per color, but you may still be 
able to find one for yourself at larger 
import game shops or online. 





ROUND ONE: Background 


| Sly: A raccoon master thief Alice: A shock rocker who 
who wears a black mask wears lots of black mascara 








Sly: Thinks it’s okay to steal, as Alice: Thinks he’s the reincar- 
long as it’s from other thieves nation of a 17th century witch 


ROUND TWO: Moves 


Sly: Leaps, rolls into a ball, and Alice: Uses snakes and fake 
grabs stuff with his stick blood to make audiences sick 





ET AL ET E EET, ET YS YEE IRR TEE 
Sly: Skilled at locating and Alice: Albums are often hidden 
unlocking hidden safes by kids of midwestern parents 


ROUND THREE: Notorious Moments 


| Sly: Found all 120 pick-ups Alice: Guillotined his own head | 
| and unlocked the secret stage off on stage (not really...) 








Sly: Once accused of raiding Alice: Once accused of biting 
Farmer Bob's chicken coop the head off a chicken 





THE HISTORY OF BEAVIS AND BUTT-HEAD AVAILABLE 
NOW FOR THE FIRST TIME EVER ON DVD AND VHS! X 


MUSIC TELEVISION 


l'O LIKE THE NEW BEAVIS 
ANO BUTT-HEAD COLLECTION 
ON DVD AND VHS. 


WHOA, DID YOU JUST 
SAY BEAVIS?! J 


Ta JAR МА, NE 
* A2Dic Co.tecuox 


Get your hands on ^ of the coolest 
episodes from your favorite Dillweeds! 


* Retrospective Montages 
* Beavis & Butt-head Promos 
* Thanksgiving Day. 
Parade Special 
* VMA Appearance 


RESET Beavis and Butt-head created by Mike Judge. MIKE JUDGE 


www.paramount.com/homevideo 


Date, Availability and DVD special features subject to change without notice. © 2002 MTV Networks. All Rights Reserved. 
MTV: Music Television, Beavis and Butthead and all related titles, logos and characters are trademarks of MTV Networks, 
a division of Viacom International Inc. TM & Copyright © 2002 by Paramount Pictures. All Rights Reserved. 


home entertainment 
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THE LIMITED 

PS2 INTERNET 

How hard would it have been to 
include a web browser and e-mail 
client on the PS2 online startup 
disc? We can only hope Sony has 
something planned for the near 
future, because it's pretty weird to 
have the Internet on PS2 without 
any of its most-used components. 


COLOR PS2s, - 
WHERE ARE YOU? 
Japan's getting them, but why do 
we get left out of the limited 
edition PS2 fun? It doesn't look 
like the cool new translucent 
models are coming here. For now, 
check out www.colorconsoles.com 
for the next best thing. 
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RUMORS 


METAL GEAR 
SOLID 3 IN 2003? 


It’s no secret that Konami wants to have a new Metal 
Gear game of some sort at least every 18 months from 
here on out. What's interesting is that we're already 
starting to hear rumors about the next game after next 
spring’s MGS2: Substance. According to current rumors, 
MGS3 (if it's indeed called that) is being planned as 
either a remake of MGS7 with vastly improved graphics 
and new play mechanics, or an entirely new game that 
will actually take place between MGS7 and MGS2. 

Our Take: The remake of MGS1 would make the most 
sense—it would be a project another team could work on 
while the “main” MGS team works on the next year’s 
game, presumably the true MGS3. Probability: 50% 


THE NEXT 
CASTLEVANIA IS... 


A remake of PC-Engine CD-ROM classic Dracula X? 
That's what we're hearing. And unlike Castlevania 

à Chronicles (itself a remake 
of an old Sharp X68000 
title), this one's rumored to 
be coming to PS2 with a 
more considerable 
graphical upgrade. In fact, 
spies even report that the 
game is up and running on 
development hardware as we speak (or type). 
Our Take: We'd love to see this happen—Dracula X is 
one of the best Castlevanias ever. Plus, it doesn't hurt 
this rumor's credibility that the series' creators have 
mentioned the PC-Engine classic as being high on their 
list for resurrection. Probability: 80% 


PS3 TAKES SHAPE 


The latest industry rumblings concerning PlayStation 3 
are centered around its highly technical bits—its memory 
architecture and CPU, specifically. On one front, memory 
maker Rambus is evidently jockeying to get its super-fast 
RAM in the box, and on another, Sony has signed a deal 
with MIPS (who made key chips in the PSone and PS2) 
to use its new 64-bit processor design, presumably 
somewhere inside the Emotion Engine 3 (a.k.a. the “Cell” 
chip being co-developed with IBM.) 

Our Take: This is the same kind of stuff we heard very early 
on with the PS2: lots of little technical details that don’t 
amount to much, but will eventually combine to make a 
much larger (and faster) whole. Probability: 80% 


ONIMUSHA 3: FULL 
FRONTAL POLYGONS 


Okay, so we already know full well that Onimusha 3 is in 
the works (there's even a teaser included with Onimusha 
2). What we weren't expecting was word that Capcom in 
investigating ditching the gorgeous pre-rendered back- 
grounds seen in the first two games for (presumably 
equally gorgeous) polygonal environments a la Devil May 
Cry The same rumor also has it that Samanosuke, star 
of the first game, will return to lead the cast of part 
three. Our Take: Capcom's getting better and better at 
getting PS2's polygonal power to produce CG-like visuals 
(case in point: Devil May Cry), so this one doesn't sound 
too far-fetched. Probability: 70% 
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Making Of MGS2 Disc 
Coming Stateside 


ideo Kojima has cooked up another treat for 

MGS fans: an interactive DVD that runs on PS2 

and not only documents the making of one of 
the greatest games ever, but also features loads of 


bonus features and even playable VR missions. 
Due out in September, the Document of Metal 


Gear Solid 2 explores the game’s creation in 12 
chapters, detailing game planning, character 
design, script writing, early demos, and more. The 
entire documentary is backed up by interactive 









You can play dress up with character models from the game 
(left) —doesn't Raiden look cute? The art gallery (right) contains 
Yoji Shinkawa's earliest drawings of the game's characters. 


sequences, such as the ability to view objects and 
character models from the game in full 3D. In 
addition to an art gallery and sound test, there's 
also slated to be a "director's chair" mode for re- 
editing some of the game's cinemas. 

Best of all, though, the disc will offer a 
playable sneak preview of several VR training 
missions planned for inclusion in the upcoming 
Metal Gear Solid 2: Substance. Look for the 
Document of Metal Gear Solid 2 at game shops and 
be sure to check out of updated preview of MGS2: 
Substance later in the issue! 
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This is your one-stop spot to get a handle on the best stuff headed our way. 
* Please keep in mind that release dates are always subject to change. 








e Outlook 
NOVEMBER 








‘Aliens: Colonial Marines p Action 
ATV Off-Road Fury 2 Racing 
TITLE GENRE PUBLISHER Batman: Dark Tomorrow Action 








T Battlebots Action 
Action Blue Crush $рогї$ 
Racing Chessmaster Misc. 
الا‎ Club Football Sports 
ади Contra: Shattered Soldier Action 
Action Crouching Tiger Hidden Dragon Action 
id 2 Dave Mirra XXX Ѕрогіѕ 
Racing DDR MAX Music 
Action Defender Action 
Action Disney’s Treasure Planet Adventure 
АСЧОП Disney’s Donald Duck as PK Action 
ОШ Drome Racers Racing 
Sports Evolution Snocross Sports 
Fighting Evolution Snowboarding Ѕрогіѕ 
Racing FIFA 2003 Sports 
Action i Fisherman's Bait 2003 Ѕрогіѕ 
Action Frogger Classic Г 

Harry Potter: Chamber of Secrets Action 
Haven: Call of the King Action 
James Bond 007 in NightFire Action 
James Cameron’s Dark Angel Action 
Jeopardy Misc. 
Jojo’s Bizarre Adventure 5 Action 
The Lord of the Rings, The Two Towers Action 
Mace Griffin: Bounty Hunter e Action 
Malice Action 
Marvel Vs. Capcom 2: New Age of Heroes Fighting 
Micro Machines : Racing 
Minority Report Action 
Mission: Impossible—Operation Surma Action 
Monopoly Party Misc. 
Mortal Kombat: Deadly Alliance Fighting 
My Street Misc. 
NASCAR Heat 2 Racing 
NBA Live 2003 Sports 
Rockstar's hotly-anticipated sequel is almost here— will it live up to Bened ЕШ eae a 
GTA3's reputation? Pride Fighting Championship Fighting 

2 Race of Champions Racing 
Racing Ratchet and Clank Action 
Racing Rayman 3: Hoodlum Havoc Action 
RPG i Risk ЕЗ 
Асйоп Robot Alchemic Drive Action 
RPG Rocky sports 
Adventure | Rygar: The Legendary Adventure Асіоп 
Adventure Shrek Super Party Misc. 
Misc. | The Sims Misc. 


Sports Spongebob Squarepants Action 
Sports Spyro: Enter the Dragonfly Action 
Sports star Wars: Bounty Hunter Action 
Sports Starsky and Hutch Action 
Sports а Suikoden Ill RPG 
Sports Super Bust a Move Puzzle 
сз Е The Sum of All Fears Action 
Action Tankers Action 
Action Tiger Woods PGA Tour 2003 Sports 
Action Tomb Raider: The Angel of Darkness Action 
Action А Tony Hawk's Pro Skater 4 Sports 
Са > Wheel of Fortune Misc. 
Action Whirl Tour Sports 
Action World Tour Soccer 2003 Sports 
Action Wreckless: The Yakuza Missions Racing 
Racing Yu-Gi-Oh! Duelist of Roses Strategy 


Action Zapper Action 
Sports 


Fighting 
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The game, 


my reputation 


and two C-notes on the line. 


Blast tracks by OMX, Ludacris and Xzibit 


Featuring styles by: 
51 * n . ROCaĝwear triple five cies 
AND 1. pe Serp leeks unltd Rock the sear. 


TEEN 
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Gambling 
Strong Lyrics i PlayStation.e 


NINTENDO 
в GAMECUBE. 
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ol Stuff 


Here’s a look at some of the hottest 
new gear that everyone’s talking about 


Price TBA/Available 2nd Half of 2002 


An upstart electronics maker named OQO (pro- 
nounced oh-cue-oh) is poised to leapfrog the compe- 
tition with what it calls the first “ultra-personal” 
computer—which is, in effect, a 
super-fast, full-featured 
desktop computer 
squeezed into a teensy 
pocket-sized case. 

How small are we 
talking? Roughly 4 
inches by 3 inches, less 
than an inch thick, and 
weighing in at less than 9 oz. 
What's more amazing is that this 



























little wonder somehow left room for a .13 

micron Crusoe TM5800 processor, which will drive 
the device at up to a blistering 1GHz. Also inside are 
a Toshiba 10GB hard drive and 256MB of RAM—way 
beyond the average 64MBs of total storage found in 
most PDAs. 


In Oc 


TOP 10 DVDs 
| | OUR TOP PICK: 


| 10/29/02 
| Anuclear weapon has been 


| stolen and it's up to CIA 

| operative Jack Ryan (Ben 

| Affleck) and his mentor 
(Morgan Freeman) to track it 
И down before disaster strikes. 




















2. Brotherhood of the Wolf i 1001/02 
3. The Scorpion King ... 10/01/02 
4. Scooby Doo 10/15/02. 








5. Јаѕоп Х 10/08/02 
6. Beauty and the Beast | 110/0: 
7. Big Trouble 10/08/02 


8. Mr, Deeds : 102202 
9. Sorority Boys 10/15/02 
10. E.T. Extra Terrestrial 20th Anniversary 10/22/02 
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The 000 will 
also sport connections 


for USB and Firewire, audio out, and high fidelity 
microphone jacks, plus a “cradle” that 


x 4 
4 


docks the device to a mouse and 


keyboard to turn it into a 
honest-to-goodness PC! 
This muscle-bound micro 


computer will run Windows 
XP, and using built-in Bluetooth 

wireless networking will be able to 

communi 


icate with other computers 


and home entertainment devices. Not 
that it'll neccessarily need to: there's 


memory enough for roughly 1,000 MP3s 
or three full length MPEG4 formatted movies for use 


with the built-in media 


player! Though a final price 


tag hasn’t been decided on, look for the OQO to 


make its debut this fall. 


The OQO website, 


www.oqo.com, is definitely worth a look. 


2. Red Dragon 


Sir Anthony Hopkins reprises his role as Dr. Hannibal Lecter as an FBI 
agent (Ed Norton) tries to take down a serial killer (Ralph Fiennes). 


3. Ghost Ship 


A salvage crew discovers a missing ship from the 19505 harboring a 
demon with a hankering for some good old fashion killing. 


4. Ring 


In this remake of the popular Japanese thriller, a woman (Naomi 
Watts) is marked for death after watching a disturbing videotape. 


5. Jackass: The Movie 


The usual cast of masochist idiots from MTV's hit series perform 
haphazard stunts and gross-outs on the big screen. 
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| assured when a limo driver 


| tingly finds himself fighting evil 
| with a special FBI tuxedo 





OUR TOP PICK: 


10/11/02 
Lots of hillarious butt-kicking is 















(played by Jackie Chan) unwit- 


equipped with crazy gadgets. 






10/01/02 






10/25/02 






10/18/02 







10/18/02 










www.psmonline.com 


-ANS MOST WANTED GAMES 


Rockstar's upcoming crime sim 
sequel is #1 on our list this month— 
and for good reason. We finally got 
to play the game, and it's looking 
HOT! Find out just HOW hot in this 
month's in-depth cover feature. 












Things have been pretty quiet on the 
DMC2 front, but the new shots ап 
details we landed for this issue really 

upped our excitement level. 
Attacking off walls? Shinobi is doing 
it too, but Dante's game may end up 
being the deeper of the two overall. 


It's almost here—Sucker Punch's 
cartoon-style platformer has had us 
hooked for months, and in just a few 
weeks we'll be able to find our 

* whether the final product will be as 
| good as the bits we've played so far. 













We got a chance to check out some 
footage of Shinobi's later stages - 
following last month's cover feature, 
and we're impressed to say the least. 
Screens can't do justice to how cool 
this game looks in motion—especially = 







Insomniac delivered a new build of 
its action-platformer to us just in 
time to make this issue, and we've 
glad they did! Words can't describe 
| how big this game is—and its 

= weapon list is even bigger. 









The latest preview version of 
Konami's retro action game has 
arrived at the PSM office, which now 
looks like a warzone from people & 
scrambling to play. Too bad there 
were only two short (but sweet, 
levels to try. We want more 


We really enjoyed the first chapter 
| of this sci-fi FPS saga, and the 
second is looking even better. Now 
that SOCOM is here, this game is 
next on our list to spend some 
good, quality time with. 


Between this and Shinobi, we're 
going to be set for ninja games for 
quite some time. We've only gotten a 


brief taste of the game so far, but. 99 dh 
n 









what we've played has leftus : 
eagerly anticipating a more complete е 
version to test our mettle with! 





When are we going to see more on 
this game? Core’s being VERY 
secretive—no one’s seen a thing since 
E3. Hopefully this doesn’t signal a 
delay for the game, as we'd really 
love to play more of it soon. 





This is one game we totally dug in its 
(very) early form at E3, but now we 
really need to see more meat on its. 

bones. The latest screens do look 
great though—especially those of 
Rygar using his Diskarmor as a tool 
for reaching new areas. We'll have 
more impressions next month! 








The new Bond adventure. 
Coming November 2002. 


eagames.com 
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- - - e log 
call 800 112 АШ 
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| ONE KNEE ON THE GHOUND. 
N APPROPRIA | 
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Experience unprecedented realism 
in the only racing game that lets you 
control the rider lean in turns. 





Sear asphalt on 200 of the world’s 
fastest motorcycles from Yamaha, 
Honda, Suzuki and more. 








Earn upgrades to trick out your 
bikes with top-of-the-line engines, 
wheels and suspensions. 


EVERYONE 


Visit www.esrb.org or 
call 1-800-771-3772 





for Rating Information 
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Professional rider shown on closed course. 
©2002 Spike Co., Ltd, All manufacturers, motorcycles, helmets, suits, gloves, boots, names, brands and associated imagery featured in this game are trademarks and/or ci i dud d secus owners. All Dn 
YAMAHA" and th . 
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ПЕЕ ГОК ТОЕ ТЕКИ. 


ОКЕ РЫБ 655 


Blood 
Strong $ | Content 
ong Sexua РС 


Bs Violence сс PlayStation.c : 


©2002 IO Interactive. Hitman 2: Silent Assassin is a trademark of Eidos Interactive. Eidos, Eidos Interactive, and the Eidos Interactive logo are registered trademarks of Eidos Interactive, Inc. All rights reserved. IO Interactive and the IO 
Interactive logo are trademarks of IO Interactive. "PlayStation" and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. Microsoft, Xbox, and the Xbox Logos are either registered trademarks or trademarks 
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EXIT | S LERE AN- T A S.S A S S IN 


HITMAN2.COM 

















REVIEWS: 


THE WORLD'S MOST ПА IN-DEPTH GAME REVIEWS » OCTOBER 2002 





CONTENTS 

ЕЈ Armored Core 3 
ET Dino Stalker 

LJ GameBreaker 2003 
E Gungrave 


ED) Kelly Slater's Pro Surfer 


ETJ Kingdom Hearts 
EI NCAA Football 2003 
EX) NFL Gameday 2003 
-E NFS: Hot Pursuit 2 
EL) Ninja Assault 
[TJ Pac-Man Fever 
ЁТ) Riding Spirits 


ЕЭ 50С0М: US. Navy SEALs 


EB street Hoops 
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SCORING 


[J cuassic 


A rare gem; Our highest 
recommepdalion 


HEJ OUTSTANDING 


One of the better games this year 


[8 very coop 


You can't go wrong 


EJ coop 


A solid game 


OKAY 
Kind of m but no big deal 


You've zr to love the subject matter 


EB Lack 


Big flaws really hurt this game 


BAD 
Not fun at all 


TEJ AWFUL 


This ЕП is an insult 


Eg wuv? 


Why would anyone do this lo us? 


e take our reviews very seri- 
WN: We spend hours upon 
hours playtesting each title 
so that we can give you the absolute 
best information to help you buy. 
Games that score an 8, 9 or 10 earn 
a Bronze, Silver or Gold PSM Must-Buy 
Award. We don't hand these beauties 
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A You don’t just race other drivers in NFS:HP2—you also” 
race against relentless cops and the courses themselves! 


NEED FOR SPEED: 





The biggest best arcade racer on PS2 


[= 
MUST-BUY 





ast, furious, and fantastically 

deep, Need For Speed: Hot 

Pursuit 2 is a worthy heir to 

one of the greatest PSone rac- 

ers ever to grace that system. 
Electronic Arts has pulled out all the 
stops to create a racing game that does 
almost everything right: it controls like a 
dream, features an excellent selection of 
exotic cars, and has superb course 
design. But, most of all, it delivers a 
gameplay experience that’s unlike any- 
thing else in the genre. 


HOW IT STACKS UP 





Breaking The Law 

NFS:HP2 features a “traditional” road rac- 
ing mode that would make for an 
extremely solid game in its own right, but 
the real meat of this title is its Hot 
Pursuit: Ultimate Racer mode. It’s basic 
premise—running from the cops—isn’t 
new by any means (and was, in fact, seen 
in the original NFS: Hot Pursuit), but the 
way it’s been executed is truly nothing 
short of amazing. 

It's one thing to race against other 
cars, but this is a game where you truly 
have three opponents: other racers, the 
course itself, and, most importantly, the 





SILVER 


cops. These guys are smart, well coordi- 
nated, and will do whatever it takes to 
stop you. Unlike other games with police 
elements, where the fuzz simply tailgate 
you, here they cut you off, shove you, use 
nitro boost—and that's just the basic 
stuff. Tick them off enough, and they'll 
set up road blocks, call in flash-bang 
dropping helicopters, and lay spike strips. 
All the while, you hear their radio chatter 
(which is essential to outsmarting them) 
and marvel as they individually pursue 
other racers and work strategically to 
stop you. If you can hold out long 
enough, there are few more satisfying 





B A 2 i z ЕЕ АРВАН ЕЕЕ LENT 
out easily, so if you see one on a review, кап пеп St эрес 0 
a game box or advertising, you'll want to NFS: Hot Pursuit 2 8 OUTSTANDING 
be sure to check that game out. Burnout 8 Phenomenal tracks, control, and police interaction 
Finally, when looking up past scores, Test Dri 7 combine to create one of the most unique and chal- 
keep in mind that older games usually E51 DIVE lenging arcade racers ever—and the best on PS2. 
wouldn't fare as well if they were Supercar Street Challenge 6 FINAL SCORE With a little more work, this could have been a 10. 








reviewed today. 
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<< NOTHING IS MORE SATISFYING 
THAN OUTRUNNING AND 


OUTTHINKING THESE COPS >> 





The Thrill Of 
The Chase 


The sheer craftiness of NFS:HP2’s 
cops is what takes the game to the 
next level. They won't hesitate to 
ram you, block you, blow out your 
tires, or even drop explosive barrels 


in your path using helicopters! 





A First the cops just ram you off the road. 


> How do you catch a speeder ina 
Porsche Carrera GT? Easy: you get 
behind the wheel of an even 
faster Lamborghini 

Murcielago pursuit car! 


victories than outrunning and out- 
thinking this game's cops. 


Behind the Wheel 
The рате feel is a solid balance 
between arcade and sim, with less 
emphasis on power-sliding than : 
seat-of-your-pants precision driving 
through traffic (and there's /ots of it). 
In fact, the traffic is especially 
handy—it's easy to run opponents or 
cops into oncoming cars or cause 
wrecks to block them. The course 
designs are superb as well. Whether 
point-to-point or circuit-based, each 
one is huge (some up to 15 miles) 
and loaded with shortcuts and alter- 
nate routes (essential to avoiding 
roadblocks and losing the fuzz). 
What's also great: both of the 
main modes are broken down into an 
event tree (there are 60 events total) 
where you can see the objective and 
reward for each race. You can then 
select your "rewards path", and once 
you've completed it, go back and 
take a different one until you've 
unlocked everything. This creates a 
lot of replay value, as does the fact 
that you can play a side game as the 
cops, or grab a friend and play a 
thrilling round of cops-and-speeders. 


A Then they use roadblocks and helicopters. 





Showroom Shine 

Like its cars, NFS:HP2’s pres- 
entation is polished to near 
perfection. The car models, 
track visuals, and effects (the 
reflections are some of the 
best we've seen) are all eye- 
popping—we only wish the 
game ran at a full 60fps and 
didn’t bog down like it does 
on rare occasions. The 
detailed, crisp textures and a 
total lack of eye-straining 
"jaggies" that plague other 
titles in the genre are also a 
plus. We loved the "zone 
cams" that kick in for big 
jumps and crashes, too; they 
really heighten the experi- 
ence. And let's hear it for a 
racer that shows visible dam- 
age on licensed cars! 

For all it does well, there are a 
few areas we thought could have 
been better. Besides fixing the fram- 
erate shortfall, we would like to have 
seen opponent indicators (they 
sometimes get hard to spot in all the 
traffic) and a better way to get a 
sense of the cop's positions in rela- 
tion to yours—maybe a radar-like dis- 
play? Plus, what happened to the car 













E 
jRecond 7 
Current 


A The mix of exotic and luxury sportscars is solid, and, unlike in 
other licensed racers, you can actually smash them in crashes. 





A Playing as the cops, you can deploy road- 
blocks and ‘copters—it’s very strategic. 





A The course variety is superb, spanning 
dusty desert runs to sunny seaside drives. 


PSM BREAKDOWI 


An up-close look at 
the вате in action 


The cops play downright 
dirty—they'll do anything 


in their power to stop you. 


= More than in any other 
racer, you really have to 
keep an eye on the 
course map. It'll help 
you keep from speeding 
past shortcuts. 


wagering of the first Hot Pursuit? 
Most of all, though, this game 
really needs car performance 
customization. Even a small amount 
would have helped, and definitely 
put it over the top. 

Minor nitpicks aside, NFS:HP2 is 


Get busted three 
times and you're out 
of the race. The stars 
indicate how many 
ns are us you- 


Using the various 

| shortcuts and.side 
roads is the: key to 
shaking the cops and 
your opponents. 


Ж... 

easily the best arcade racer available 
on PS2, and one of the best games 
ever in the genre. If you're feeling the 
need for some very pulse-pounding 
speed, you definitely need to get 
yourself behind this game's wheel. 
RANDY NELSON 
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А Тһе weather and fog 
effects are great and really 

make it harder to see what's 
around you. 


2 MAGS 





A The ability to control three other teammates, as well 
as your character, definitely adds a lot to the gameplay. 









































FOLLOWL 
DIN 


Sony's debut online game delivers the addictive experience 











wo years ago, when 

SOCOM was first intro- 

duced to the gaming 

press, it wasn’t in that 

good of shape. Visually, it 
wasn't very appealing, and the fram- 
erate was practically non-existent. 
Fortunately, things have changed dra- 
matically since then and SOCOM has 
ended up a very solid and highly 
enjoyable title. 

You play the role of a SEAL com- 
mander, leading your team over 12 
different missions with varying objec- 
tives, from rescuing hostages to 
destroying weapon caches. Since each 
mission numerous objectives, the 


HOW IT STACKS UP 


MGSe: Sons Of Liberty 
Half-Life 


Socom: U.S. Navy Seals 
007: Agent Under Fire 
Army Men: Sarge’s Heroes 





challenge comes in trying to complete 
them all in the most optimum way. 
Obviously, you'll be dodging enemy 
fire at the same time... 

What's so great is that the game is 
genuinely real in its feel, so you really 
have to work as a team in order to 
succeed. Those of you that are used 
to just directing one character are 
going to have to change your ways 
quickly. Aside from the SEAL that you 
physically control, there are three 
other teammates that you'll need to 
constantly direct. And that's done by 
using the included USB headset. 

One of the greatest features of 
this game, by far, the headset lets you 
tell your computer-controlled 
teammates exactly what to do. From 
taking out specific targets to blowing 
up a shack, they'll follow your orders 
to a "T". This sort of game interaction 
has never been done before, which is 
what makes SOCOM such an 
innovative title. 

Overall, | loved the different mis- 
sions, but there’s no denying that the 
more novice gamers might find it diffi- 


cult to come to grips with everything. 
Just the sheer number of objectives 
for each level frequently seems 
daunting and you'll find yourself 
dying often before successfully being 
able to complete them all. Patience 
is a must. 

It's just unfortunate that the 
environments couldn't have looked 
even more realistic (by using a higher 
polygon count), but there is an 
extremely high level of detail in 
everything you see. 

In general, SOCOM isn't going to 
appeal to everyone. It's definitely 
quite challenging and the team-based 
gameplay requires a bit of getting 
used to. If you want to try something 
a little different, then SOCOM is your 
ticket. STEPHEN FROST 


BSM 


FINAL SCORE 
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On levels like this, 
don’t be afraid to use 
the shadows and 
darkness as your ally. 
You'll last a lot longer. 





A In the second level, one of your mission 
objectives is securing various buildings. 





A Aiming from a prone position is 
always the best for accuracy. 
However, you can't move very fast. 


A If single-player mode becomes di! 
cult, go online and improve your skills. 


Mulliplayer 
Goodness 


SOCOPN's online mode really rocks. 
Being able to use the headset to 
talk directly to your teammates is 
just pure genius. The game also 
keeps track of your stats and 
posts them so you can instantly 
tell how good you are compared 
to the rest of the world. 





VERY GOOD 


While the sheer number of objectives can be 


daunting and the game quite challenging, 
there's plenty of depth and fun to be found. 
And don't forget the online fun! 
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TAHITI LOOKS A LOT DIFFERENT AT 225 MPH. 


It's difficult to appreciate some of tlie greatest tourist destinations in the world when you're racing through them at 225 mph. But with over 30 different racecourses and 
cars from the world's top manufacturers which are created according to the exact specifications of their real-life counterparts, you'll feel like you could. Besides, when the 

competition starts battling with you for every inch of space on the track, you won't have time to see the sights. However, you can test your skills in the intense arcade mode 
or the simulation mode, where true car fanatics can supe-up their cars to no end. So don't worry about packing all your things, because if you're good, it'll be a short trip. 





GRAN TURISMO ] 
A-spec 


THE DRIVE OF YOUR LIFE” 





Mild Lyrics www.scea.com 
Gran Turismo is a trademark of Sony Computer Entertainment America inc. All manufacturers, cars, names, brands and associated imagery featured in this game are trademarks and/or copyrighted 
materials of their respective owners. All rights reserved. © 2001 Sony Computer Entertainment inc, “PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. 
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SIDE 


ARMOREL 
CORE 3 


T you feel like you've read this. review 

before, don’t be alarmed. Th 

Armored Core title released so far for 

PlayStation 2, and it's very similar to its. 

predecessors in both strengths and weaknesses. 
The game is set in the near future, where 

































































large corporations hire mech-piloting mercenar- 


ies called Ravens to do their dirty work. There's 
a ton of it, too: the game boasts 50 single player 
missions, as well as gladiator-style arena tourna- 
ments. Mission variety is outstanding, with the 
player occasionally chasing down a. jen mech, 


or planting bombs on a bridge, as well as guard- | 


ing, escorting, and blowing stuff up. Many mis- 
sions even enable the player to hire wingmen. 
Equally impressive is the selection of inter- | 
changeable parts (well over a hundred) you can 
buy for your armored cores. Shoulder USS 
hover legs, a flame-thrower—you name it. With 
the new graphics engine, it all e Ru 

than ever. : ; 

_ The game also suffers some of le same 
shortcomings as previous AC games. The control 
scheme is needlessly cumbersome, requiring 
the player to use the shoulder buttons to look up 
and down or strafe. The dual-analog scheme 
from Max Payne or TimeSplitters would. be infi- 

“еги Beyond that, the difficulty curve is 
erratic, and the financial model seems off-kilter— 
you're obviously supposed to build a vast 
collection of swappable parts, but repairs and 
ammo cost so much, only the most elite players 

-can afford to do so. For example, w 


mission with a “B” rating, and lost $3000. Finally, 


while AC3 supports i.Link play for up to four play- 
ers, the Japanese version's online features have 

i been discarded, just as. Sony's onlin 

being rolled out to the masses—we 


these flaws, this is still the biggest, most complete 


mech title available on PS2, and there's a ton of 
game here for your money. ERIC BRATCHER 


PSM 


FINAL SCORE 


GOOD It's a few tweaks away 
from being the Gran Turismo 3 A- 
spec of mech games: huge, pretty, 
and a gearhead's delight. 


PUB ACTIVISION | DEV TREYARCH | PLAYERS TWO | RATED EVERYONE 


_A Catching air in Kelly Slater’s Pro Surfer is easy, but 


linking combos in another thing. 


MUST- 
қ ЫН 

















VERY GOOD This is an 
extreme sports treat, but it does- 
n't have the same appeal of Tony 
Hawk's Pro Skater. 


FINAL SCORE 











B 989 SPORTS | DEV RED ZONE | PLAYERS EIGHT | RATED EVERYONE. 


m 


ag 


| ШТ КТАД BU NE 
awful versions of the franchise that 


shipped the last two years. Thankfully, most of 

the bugs and glitches that rendered its. prede : 
-cessors unplayable have been fixed, or at least 
covered up. That said, GameDay 2003 still trails | 
far behind football juggernauts Madden 2003 

and NFL2KS i in almost wa 


titles and GameDay i is the graphics. Even 
though 989 made significant strides with the 
overall visuals, they الاو‎ aren't in the same league 


Capades. ue damaging, however is the games _ 
о framerate and camera wo к айег е 


play problems. Even though short pı passes to the 
running backs are no longer guaranteed gains, 
the solution is almost worse—th 1 


skating defenders like this on nearly every play. 
Us hardly matters, usd receptions feel com 


appreciated. D only these RS pe dee : _ 
їо а Бейег game. DAN EGGER | 


S050 The GameDay franchise 
is no longer an utter mess, but it 
Still isn’t in the same league as the 
top PS2 football games. 


FINAL SCORE 
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Min, 
Visit www.esrb.org 


RP or call 1-800-771-3772 


for more info. 
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cee ie cy ‘ae CSE Family une are registered trademarks of Soy Computer Entertainment Inc. © 2002 Rockstar Games, Inc. Rockstar Games, the ROGKSlar Ganjes logolmockstar E Мон 
oftware, Inc. Rockstar Games an 

in the marketing of this game. This game contains violent language and behavior and may not be appropriate for persons under the age of 17. It is a comic ul Nation of gangster activity and the story. names nnd incidents portrayed 
or similarity to actual persons, living or dead, or to actual events is intended or should be inferred. Any resemblance is coincidental. The makers and publishers Dfhis visiéogame do 





are trademarks of Take-Two Interactive 

ockstar North are subsidiaries of Take-Two Interactive Software, Inc. . All other marks and trademarks are properties of thé ES Е ЕЕЗ SACS Ба @uidennes tor M rated games 
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notin any Way endorse, condone or encourage this kind of behavior. 
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A Heihachi returns in Tekken 4 in order to prove that age doesn’t 
matter if you have the skills. Right now, Kazuya is feeling the skills. 


TEKKEN 


IFs the classic Tekken 
recipe with just a few 


different ingredients 








espite being a PS2 
launch title, Tekken Tag 
Tournament definitely 
surprised people with its 
good looks and the 
addition of the tag-team element. 
Still, the game wasn’t that different 
when compared to the sequel that 
came before it. And, unfortunately, 
that seems to be the case with Tekken 
4, as well. The obvious additions, such 
as improved graphics, smoother ani- 
mations and a more-balanced cast of 
characters, are all here. It just seems 
that there's been little improvement to 
the overall fighting system and single- 
player experience. Don't get me 











HOW IT STACKS UP 
Virtua Fighter 4 
Tekken 4 
Tekken Tag Tournament 
Capcom Vs. SNK Pro 
Barbarian 


- - iw C ш 







А Steve Fox, one of the new characters, 
can't kick, but he can certainly dodge 
most attacks. 


wrong. There's been definite changes, 
just not necessarily improvements. 

Two things that | do love are the 
vast enlargement of the fighting envi- 
ronments and the fact that you can 
easily fight your way around them. 
The addition of walls and other inter- 
active objects also definitely adds to 
the overall depth of strategy. Going 
along with that is a change in the typ- 
ical control scheme which now gives 
each character the ability to grab and 
push their opponents. Veteran players 
will quickly find that some of the 


other moves have been 





changed around in order to 
allow for this new gameplay 
element. Overall, these new 
additions are fine, but they still 

don’t change the fundamental 
gameplay that much. | found myself 
playing this sequel, aside from a few 
adjustments, exactly the same way as 
| did Tekken 3. 

If Tekken 4 were the only fighter 
this year, we might have rated it a lit- 
tle differently. However, with Virtua 
Fighter 4 already out there, it's hard 
to consider giving this game a higher 
score. In fact, aside from the larger 
environments and cast of characters, 
VF4 bests it in almost every category, 
especially training. Still, if you are one 


PBSM 


FINAL SCORE 
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-- | z SSN 


A The improved Tekke: T 
challenging. You'll get swarmed by countless guards. 






| ESRB RATING TEEN 





ce mode is especially 





A The environments are more interactive 
and destructible... that’s a plus. 





. A While Tekken 4's training mode is 
) the best for the series, it can't even 
compare to the one in VF4. 







of few die-hard 
fans out there, 
then you'll be 
happy to know that this is 
the best-looking, best-playing Tekken 
sequel yet. It even includes progres- 
sive scan output for those of you with 
TVs that support it. 

Unfortunately, it just appears that 
Namco's famed fighting series is tak- 
ing little steps forward instead of big 
leaps. That's fine for the first couple 
of sequels, but definitely not for the 
fifth title in the series. The next game 
really needs to break all the rules and 
redefine this genre, or fans may start 
looking elsewhere. I’m sure that Sega 
is already eagerly awaiting them with 
open arms. STEPHEN FROST 


VERY GOOD 


In a few ways, it's definitely better than 777. 
However, it's still lacking in a long-lasting sin- 
gle-player experience. There should have 
been even more gameplay changes. 
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You can't see them, of course. After all, they're 
SEALs, a commando unit legendary for its ability 
to penetrate enemy territory undetected. And then 
strike with surgical precision. Enter the world 
of SOCOM: U.S. Navy SEALs, where stealth, intel- 
ligence and teamwork are the ultimate weapons. 


EP BAT 









Si г Щр” 
Developed in association with the U.S. Navy SEALs, 
SOCOM is unconventional warfare the way it’s 
CRNA, i ww. 4 m really fought. That means hostage rescues, recon- 
A Hey look, it's last year's NFL2K3 graphics! Weren't A4 You probably won't be seeing wild street threads naissance, ambushes and demolitions. Hoo-yah. 
they basically the same as Dreamcast graphics? Oops! like this on the courts of the NBA anytime soon... E 








Есей 










NLAA 
FDOTBALL 
rd 


Whether you're in single-player mode or playing 









































n our last issue, we marveled at how online with and against up to 16 total players, 
| much NFL2K3 had improved over NFL2K2, ith the success of NBA Street, it was АЕТ АЦЕТАТ 

so you can understand why we're a little Ms» a matter of time before clones communicate and strategize with your unit, 
underwhelmed by Sega's latest college football started coming out of the so everyone returns in one piece. Remember: 
game. Let's face it: the game's based entirely on woodwork. And while Activision’s first attempt "No SEAL left behind.” 





last year’s 2K2 pro game. On one hand, all of the at capturing the brilliance of EAs extreme 


good stuff from that game is here, but unfortu- hoops offering is flawed, it still manages to give 
nately, most of the bad came along, too. And us a couple of genuinely entertaining moments. 
when you stack that against EA's awesome NCAA Using a host of real players from the street 
Football 2003, you start to get the picture. scene (including urban legends like Headache, 
The graphics aren’t awful by any means, but Motor City, and The Future), Hoops is set up in 
seeing them in comparison to this year’s flock of a much different manner than your usual b-ball 


games, you understand why Sega revamped the fare. With half-court and full-court contests, 
NFL2K3 engine in the first place. And while the Lord of the Court mode, and even a World 





[zi 
ESPN license has found a good home, we sure Tournament, the familiar franchise-based play E 
wish it could have been integrated even more of the NBA is nothing more than a pipe dream. 5 Turkmenistan, Alaska, Thailand and the gnat- 
into the broadcast aspect of the game. Which is fitting, of course, because in the world E! infested mee Should be a walk in the park 
If you're familiar with Sega's football titles, of neighborhood pickup basketball, it’s all A Next to Hell Week thatis 5 
you'll be very comfortable with the gameplay, but about the here and now. E 1 f 
we would have definitely preferred it if the new Street Hoops manages to capture that flavor a 


hot routes and audibles from NFL2K3 were well, with plenty of hot-dogging, between-the- 
added to this game. And while we're at it, what leg dribbling, and environments taken directly 
about an online play mode? Don't college fans out of White Men Can'tJump. Be it the Run N' 
deserve some good, old fashioned, real life Shoot courts of Atlanta, GÀ or the infamous 
gridiron competition? Venice Beach stretch, its all about the atmos- 
Lastly, we would have like to have seen a bit phere and realism of playing a local game. 
more effort put into the dynasty mode. What's unfortunate is that despite how 

















Although the game has a passable career er an many cutting edge rap tracks the title may ае 

mode, it does not offer even close to the A have, the game doesn't flow quite as well as it 

same level of depth and replayability as. 4 should. The right analog-based passing makes 

Tiburon’s NCAA Football 2003. Aside T | for missed throws far too often and there's a = = 
from these key issues, NCAA Football s seeminely never-ending barrage of pauses 

2K3 is a solid, playable, and full- before each dunk and lay up. The speed- ® 
featured college football Dur impaired gameplay, a problem that hampered 




















game that might have looked £^ last year's version of NBA Live, can lead to l3 LIVE IN YOUR WXRLD. 
a lot better if not for Ф some considerable frustration. F PLAY IN DURS? 
NFL2K3 and its college rival It’s not a bad first effort, but we can’t help = 

from EA. Lets hope that next but think that with a little fine-tuning and a E З 

year, Sega puts a little more x deeper focus on gameplay (instead of atmos- E PlayS tation.@ 










of its resources into this title. fs i phere), Black Ops could be on to something. 
DAN EGGER = : JEREMY DUNHAM 










= PN 
GOOD NCAA 2K3 is last year's OKAY s | 
punky, but clunky, Street | A 
BSMI NFL 2K2, which isn’t exactly a bad Hoops makes for a fine rental, but | Blood and 
basketball fans probably won't pared Violence 










thing, but certaii 
FINAL SCORE Perder laren gie. FINAL SCORE 


stick with it for the long run. 
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Ferocious beasts like the Lamborghini Murciélago, Porsche Carrera GT and Ferrari 360 
Spider" are born to run. And run fast. Cut one loose on heavily trafficked public roads with 
unpredictable conditions and waiting police cruisers. Avoid recapture or spend the next 5-to-10 

in captivity. Take the reins at needforspeed.com. 
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KINGDOM 
HEARTS 








na marriage that one could 
hardly dream of, two entertain- 
ment giants have come togeth- 
er and created a rather unique 
sort of offspring. Kingdom 
Hearts is that bouncing baby boy that 
you weren't quite expecting, but that 
you're certainly happy to see. The 
game focuses on the adventures of 
the original character, Sora, as he 
teams up with Donald Duck and 


EL 


"=" 


A Being able to fly in Neverland is one of the 
greater thrills in the game. 


а 


¥ The bosses come big and mean in this game. It's great 
seeing all the classic villains in appear one game. 








Goofy in order to find Micky and save 
the various Disney worlds. 

Arguably, as with most other 
Square RPGs, Kingdom Hearts suffers 
a bit from the “problem” of constant 
battles. Fortunately, its inherent 
design reduces the monotony a lot. 
You see, the fighting is strictly action- 
based. It’s just your item and spell 
management that bring in that tradi- 
tional RPG flavor. Similar to numerous 
action games, you just have to 
hit a single button in order to let 
loose with a barrage of 
Keyblade swings. As you 
progress, longer combos and 
more intricate attacks become 
accessible. You won't find any 
time or turn-based combat here, 
which is definitely a nice change 
of pace. 

However, this game has got 
to have one of the worst camera 
systems in an RPG ever. You find 
yourself often fighting with it just 
in order to get a decent viewing 





PUB SQUARE EA | DEV SQUARE | TYPE RPG | MAX PLAYERS ONE | ESRB RATING PENDING 








A The summons come in the form of clas- 
sic Disney heroes, including Simba, the 
Genie and Dumbo, the flying elephant. 





чы S 
A As you progress through the game, 
you'll earn new Keyblades and attack 
combos. Time to cut the cards! 


W (armor 2)5hell-5@ 





A You can customize your Gummi 
ship to make it stronger and faster. 








angle of what's going on. This prob- 
lem is especially compounded in the 
more enclosed areas. Considering this 
game is skewed a bit younger, there's 
simply no reason why the camera 
isn't smarter. 

Still, there's just something cool 
about seeing all the Disney charac- 
ters. I’m just not sure that a majority 
of the RPG fans out there are going 
to go for it. Many should find it nos- 








HOW IT STACKS UP 


Kingdom Hearts 

Baldur's Gale: Dark Alliance 
Forever Kingdom 

Wizardry: Forsaken Land 
Dark Cloud 


talgic and enjoyable. However, there 
are bound to be many of you who 
simply look over this game because 
it's kiddy-looking. Don't. There's 
more to this game than meets the 
eye. Get past your cheesy childhood 
memories and give Donald and 
Goofy another chance. Odds are, 
they'll win you over once again. 
STEPHEN FROST 


PBSM 


FINAL SCORE 
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VERY GOOD 


It may not be Square's best RPG, but it 
definitely has some of the best voice acting: 
and characters ever. The action-based fighting 
is definitely welcome, as well. 





If you want to get Crunchy, look in specially marked Nestlé 
Crunch. You can win an instant prize or get RocketCash— 
online money you can collect and use at NestleCrunch.com to 
buy almost anything from over 100 E-tailers. And you can't get that from plain chocolate. 
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PUB/DEV CAPCOM | TYPE LIGHTGUN | PLAYERS ONE | RATED MATURE 


DINO STALKER 


п Dino Stalker isn't a sequel to 
















the Dino Crisis series by name, this 

lightgun-based "side story" does share 
a lot of similarities. While it's nowhere near as pad 
as Resident Evil т 
Survivor, it’s still 
not up to the 
same standards 
as Its adventure 
game forerun- 
ners. In fact, 
Capcom's latest 
gun game is a 
carpel-tunnel 
syndrome-inducing experiment that may just 
make you more sore and bored than upbeat 
and happy. 

Much like a fleshed out version of the mini- 
games in Dino Crisis 2, Dino Stalker enables play- 
ers to use their GunCon2 to shoot 14 different 
dinosaurs (from Pterodactyls to dino-crocs) with a 
variety of weapons that they can switch using the 
light-gun peripheral's many buttons. Dino Stalker is 
by no means the worst game of its genre, so if 
you like dinosaurs and shooting stuff, it might be 
worth a rental. -DP 


BSM 


FINAL SCORE 


A The dinosaurs look good, bu 
game world is bland and pixelated. 


BY OSS UR ys up to Capcom's reg- 
ular standards, Dino Stalker is a ho- 
hum lightgun shooter, but if you 
have love dinos, give it a rent. 


PUB NAMCO | DEV SEGA | TYPE LIBHTGUN | PLAYERS TWO | RATING TEEN 


NINJA ASSAULT 


eveloped by Sega’s arcade team, 
Ds: latest gun game resembles the 


House of the Dead series more than Time 
Crisis 2. Unfortunately, it isn't quite as good as 
either of those ^g 
previous games. 
Graphics are 
&ood, but not 
great, with a 
visual style very 
like a bland 
Onimusha. You 
Play asa group КШ 
of three ninja proof—your trigger finger will ache. 
who have discarded stealth, shurikens, and 
 ducking/reloading play mechanic in favor of 
-ing forward in a hail of gunfire. 
There's little depth here even for a gun game, 
although you'll encounter the levels in different 
orders, depending upon which ninja you've select- 
ed. The game's biggest flaw is that, while your gun 
holds eight to 16 shots, most enemies take several 
hits to kill. It’s hardcore, but you'd take fewer 
cheap hits and have loads more fun if your gun 
held half as many bullets, and your targets were 
actually vulnerable to them. -EB 





BSMI OKAY Challenging, but it needs 


balancing. If you've played House 
FINAL SCORE 


of the Dead or Vampire Night, 
you've seen all the good stuff. 





PUB/DEV NAMCO | TYPE PARTY | PLAYERS FOUR | RATED EVERYONE 
PAC-MAN FEVER 


ac-Man Fever doesn't quite deliver the 
Des of fun or replay value that most 
people would be expecting from a 
Namco title. Everything is пш 
manner, which is 
great for 
younger players, 82 
but inadvertently B 
will annoy most 





a very basic 
ы 


_ older gamers. 
Also, there really 
isn't a large ees TEO рр 
=) A It’s cool being able to play as your 
enough assort favorite Namco characters. 
ment of mini- 


games. | counted just a little over 30 of them. 
After just a few times going through the different 
boards, you'll pretty much have seen them all. 
| must admit that it was neat to play as super- 
deformed versions of my favorite Namco charac- 
ters, such as Heihachi (from Tekken), and that the 
game really interested my more traditionally non- 
gaming friends. However, if you're looking for a 
game that will keep you and your pals interested 
for an extended period of time, you'll have to look 
elsewhere. This is a game that, as its title aptly 
implies, you can quickly get sick of. -SF 
be EA EET 


BSMI: $0-SO This is the game you 


break out when a bunch of your 
FINAL SCORE 








ДЕИ УЯ 
Otherwise, it just ain't worth it. 





_ PUB 989 STUDIOS | DEV REDZONE | PLAYERS EIGHT | RATED EVERYONE 


NCAA GAMEBREAKER 
2003 
= though GameBreaker 2003 was built 





on the GameDay 2003 graphics engine, 

we actually like it a little better than its 
All е енн ыа ы OT 
Maybe it’s just 
us, but the " 
game seems to , 
play faster and 
smoother than 
its counterpart. 
However, the i xe 
speed upgrade fa GameBreaker won't win any tro- ; 
just isn’t enough phies for graphics. (T 
to polish out the awkward graphics, play-calling 
menu, and gameplay mechanics that carried over 
from GameDay, 

While GameBreaker compares favorably with 

its pro equivalent, it pales in comparison with 
NCAA Football 2003. The player models and ani- 
mations don't come close, the overall presentation 
doesn't match up, and the dynasty mode doesn't 
offer nearly the same depth. The only feature that 
even came close is the play-by-play commentary, 
but that didn't encourage us to any score higher 
than a six. -DE 


BSM 


FINAL SCORE 


OKAY GameBreaker plays faster 
than its pro counterpart, but real 
college football fans will be better 
served by NCAA Football 2003. 
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PUB SEGA | DEV RED | TYPE ACTION | PLAYERS ONE | RATED TEEN 


GUNGRAVE 


hile Sega’s latest action game defi- 
VT has a lot going for it in the art 

department, and it certainly doesn’t 
skimp on flying lead, the actual gameplay itself is 
woefully shallow. (75 

There's really Иа 
nothing to it; yo! 
could almost 
close your eyes, 
keep pounding 
the fire button, 
рге ир оп їпе Ё 
analog stick, and 
stand a reason- 
able chance of beating the game—we kid you not. 
The main character's control is awkward, too, plus 
there's no real rhyme or reason to enemy attack 
patterns. There's also lots of really nasty slowdown 
and the camera is all over the place. Plus, the 
bosses are laughably easy; some seemingly formi- 
dable foes can even be run away from entirely. 
There are some nice extras, like detailed 

“action figures" of the game's character to collect, 
but they're not enough to make weathering the 
extreme monotony worthwhile. Even diehard 
shooter nuts will feel let down. -RN 


BSM 


FINAL SCORE 





DEED 


A The art design is excellent, but it 
doesn’t excuse the poor gameplay. 


LACKING not only is there not 


much to Gungrave, but what's 
there is very unpolished. Great art 
aside, it's a below average effort. 


PUB BAM! | DEV SPIKE | TYPE RACING | PLAYERS TWO | RATED EVERYONE 


RIDING SPIRITS 


ith the popularity of Gran Turismo 
W other racing simulators at an all- 

time high, it was only a matter of 
time before motorcycles got the treatment as well. 
In fact, the fans ү 
have been 
clamoring for 
some kind of 
satisfaction 
regardless of its E 
incarnation. 


The result of - f у, 
such a demand [ A. There' C Tem to do, but not enough 
ds Riding. Spirits, pizzazz to keep you coming back. 


And while some of you may notice its incredible 

resemblance to a certain award winning Polyphony 
Digital franchise, its quality of gameplay doesn't 
quite match up with the expectations. 

Graphically inferior to glitzy modern day racers, 
and nowhere near as fast as it should be, Riding 
Spirits can't compete with its counterparts. 

Despite its dated appearance though, its hefty 
number of cycles, tracks, options, and features 
are sure to appeal to some. A more than 
acceptable finished product to be sure, it could 
have been a lot better. -JD 













BSM OKAY There are a lot of positive 


aspects to Riding Spirits, but a lot 
FINAL SCORE 









of totally fixable negatives as well. 
Sure is a shame... - 
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Take control. It’s so precise you'll s 


It's foothall to the power of 2K3. Now go rattle some cages. 
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to the living, breathing core. 





ice and dice the defense. 
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Fists of Rage 


TURN BASED RPG GAMING 
OLD-SCHOOL STYLE...ENJOY! 
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YOUR FIRST LOOK AT THE HOTTEST NEW GAMES >» OCTOBER 2002 


CONTENTS WA 
E3 BloodRayne 

(3) EverQuest 

Haven 

EE} Marvel Vs. Capcom 2 
(3) Mose: Substance 
NBA Live 2003 

ЕЭ вар 

Rally Fusion 

EJ Ratchet & Clank 
EEJ Rygar 

lent Hill 3 

EEJ Tony Hawk 4 

EFÎ True Crime 

[2 Wild Arms 3 

ЕЭ Wreckless 


HOT GAMES 


Don't wasle a second; 
fom HR CR LETT 
big games NOW! 


original game. 


pparently in development 
since the release of the origi- 
nal MGS2 in Japan, Substance 
is, at heart, very much the 
me game. However, Hideo 





Y With all this blood, is there any question 
why the game got a Mature rating? 








4. Shinobi pg. 69 


PUBLISHER KONAMI | DEVELOPER KONAMI KCEJ | RELEASE DAT! 


Na. 
БЭ 


€ SPRING | TYPE ACTION | MAX PLAYERS ONE | ESRB RATING MATURE jh 


You look 
at me like 
that again, 

Raiden... 


...and I'll 
shoot you. 
Try me. 


> Players will no longer be 
limited to playing as just Raiden 
through the majority of the 


game. 


Snake is definitely back 


in a truly major way. 


This is the “perfecr’ version of MGS2 


Kojima and his crack development team 
have managed to add even more varied 
gameplay to the overall experience and 
create an expanded title that all Metal 
Gear fans will need to check out. 
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You should already know there's 
going to be a skateboarding mini-game 
included that allows you to take Snake 
and bust out with some killer moves, 
like grinds, 720s, Benihanas and every- 
thing else in Tony Hawk's awesome 
repertoire. As a side note, Snake will 
also be a playable character in Konami's 
upcoming Evolution Skateboarding title. 


Virtual Bliss 
By far, the greatest addition in 


A The tuxedo is but one of the various cos- 
tumes you'll be able to discover. 





РА N «« THERE'S STILL MORE TO THIS 
* TITLE THAT HASN'T BEEN 
a REVEALED YET >> 





цате ооо та E ае сае ae Stories 
Haar ees и | A SEE r For All 


Snake and Raiden. r 3 5 = Sm 
There's also a chance "sew gr i With the improved intelligence 
you might be able to Ё -k ж. M 2 : of the oncoming cars, Ыы 
er to predict what way they'll 
react. You'll have to have fast 
reflexes to survive these races. 


use the Ninja, as well. expert by the time you finish this game and all its modes. Now, Konami, where's Metal Gear Solid 3? 


Substance would have to be the VR 
training missions. While similar to 
those found in the PSone's Metal 
Gear Solid Integral, Substance will 
feature well over 200 of them, each 
focusing on an important skill or 
ability. In one instance, you might be 
asked to take out multiple targets in 
a set amount of time, while another 
time, sneaking through a crowded 
area might be the objective. 
Needless to say, though, by the 

time you complete this mode, you'll 
be completely ready to tackle the 
main game. 


Boss Bonanza 
To challenge you even further, a . 
special Boss Survival Mode has also VN : : oc ismod d 
been thrown into the mix. You'll E : We can't wait to see what new game 
have to take on all the bosses, one areas and storylines we'll get to explore. 
at a time, until you manage to 
defeat them all. Right now, it's An up-close look at 
unclear, but there's a good chance BSMI BRE AKD OW the game in action 
that bosses from both MGS games и a 
will be included. That means the | 
classic baddies, such as Psycho 
Mantis and Sniper Wolf, could be E n5 z EE 
getting complete PS2 facelifts. That | is the most useful 
would certainly be cool to see. tool in the Metal 
While all these additions alone | 29 еен ar 

warrant another release of the | can tell where all 
game, there's still more to this title | the enemy soldiers 
that hasn't been revealed yet. рен р 
However, we did manage to pry ea 
from Konami the fact that there will 
be an additional difficulty setting 
which will challenge even the most 
experienced of gamers. Also, the 
Ninja is now fully playable and that In keeping 
you'll be able to use him in certain with the fact 
stages that cater best to his abilities. дие че 

Ў УВ” тіѕѕіопѕ, 
Awesome! Well, we'll keep pestering everything you 
Konami and, hopefully, we'll have see will have a 
even more juicy info to share with Ferd "e Teal A" Eu eee 
you over the coming months. Until You'll never Ree pied 
then, enjoy these screenshots. really know : -| A Yot'li be able to play 
STEPHEN FROST what to expect. Te Е through all 200 VR 

A _ missions as either Snake 


or Raiden. The Ninja also 
looks to be selectable. 


With tons of new and exciting options, this 
version of MGS is definitely a must-have! 
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PREVIEWS 


GAME INFO 


4 With the new spin transfers, combos can now be 


even longer and rack up way more points. 


TONY HAWK’ 
è2 PRU SKAT 


ne would think, after 

three years, that 

Neversoft would be 

completely out of 

ideas. How can one 
continue to innovate and makes things 
fresh, especially in a third sequel? 
Well, fortunately, the developers of 
Tony Hawk's fourth outing have 
managed to do just that. Pro Skater 4 
seemingly manages to retain many of 
the elements that fans have grown to 
love, while adding plenty of extras and 
several surprises. 

With the new career mode, players 
get to choose the goals they want to 
accomplish. Unlike in the past titles, 
the objectives won't be clearly listed at 
the start of each level. You'll actually 
have to skate around the environ- 


575 X 1 
Skitchin 


A Because gamers everywhere demanded it, 
you can now grab onto cars and use them 
for a speed boost. 


ments and talk to the different skaters 
that have arrows above their heads. 
They'll each provide you with a 
unique task that must be completed 
to earn money and/or stat points. In 
some cases, completing a task will 
even add additional ramps and transi- 
tions (which can be turned on or off) 
to the level, so that you can develop 
longer, more complex, combos. 





Bigger, Beller 
Objeclives 


Not only will you have to skate 
around to discover all the mission 
objectives, you'll also find that 
they’re even more challenging. 









































You can talk to anyone you come across in order to discover the different objectives. 


Can Neversoft 
redefine [he genre 
one more time? 


The game will also cater more to 
both novice and experienced skaters 
by including an amateur mode, as well 
as various Pro Challenges. Conquer 
these Pro Challenges and you'll 
unlock the more difficult professional 
world. Entirely new Pro Goals have 
been added, so that even the most 
hardcore gamers will be tested to the 
max. Throw in an upgraded Skatepark 


| Y The game will feature 14 top pros, including the 


| return of Brazilian favorite, Bob Burnquist. 


/ www.psmanline.com 


Editor, with user-set objectives, and a 
robust online mode and you have 
what could be the best skateboard 
game of all time. STEPHEN FROST 


Neversoft managed to innovate Tony Hawk’s 
Pro Skater yet again, which has us excited. 





PREVIEWS e$ 












ear Tecmo: please let us 

play more of Rygar. We 

really loved what we saw 

at E3, and these new 

screens looks great, but 
were getting a little (okay, make that 
very) eager for more. 

Ahem. 

Now that we've gotten that out of 
the way, we can get on to this 
month's Rygar update. Specifically, 
we've finally got some hard details on 
the game's structure—its levels and 
the like. Overall, the game will feature 
at least seven levels and correspon- 
ding boss characters (although there's 


There's no doubt this game's going to be 
pretty—gameplay variety is our only worry. 





RYGAR 


Bullwhip? Hah! Indiana Jones ¢ 
has nothing on this guy... 


GAME INFO PUBLISHER TECMO | DEVELOPER TECMO | RELEASE DATE NOVEMBER | TYPE ACTION | MAX PLAYERS DNE | ESRB RATING T! 





2 


f£ 


a chance of more). There is also a 
multitude of monsters in the works 
beyond the centipede and cyclops 
we've seen so far, so Rygar will have 
plenty to swing his indispensable 
shield-on-a-chain (a.k.a. the 
diskarmor) at. 

The levels themselves will include 
sprawling ruins, themed after the 
elements: water, fire, and air, for 
instance. The challenges they'll 
present will be similarly themed; the 
fire world has huge jets of lava to 
avoid, etc. Later areas of the game 
will actually take place in an "afterlife" 
of sorts, so the enemies will undoubt- 
edly become much more bizarre. 

We just got a reply from Tecmo: 
we'll have a full hands-on preview of 
the most up-to-date version of Rygar 
next issue! RANDY NELSON 


A Need a nemies 
can also be swung through walls and ; КЫ X ў 
obstacles to clear a path for Rygar. A The diskarmor's movement—handled 

i : н — m by the analog stick—is incredibly fluid. 

ИТ 
centipede enemy with your diskarmor 
and swing *em around. 




















B Fi s Mu et Ч 
4 We don’t know what this is, but it's 
certainly disturbing. Those big club arms 
don't look very friendly. 








[D PUB/DEV KONAMI | RELEASE 





A Despite returning to the same town, the 
architecture is even darker and more unique. 








n the race for the title of best need it, as this sequel is packed to the 


survival horror game over the 

last few years, there has really 

only been two main contenders: 

Capcom’s zombie-infested 
Resident Evil series, and Konami's 
more cerebral Silent Hill chain. A psy- 
chological journey into what can truly 
frighten someone to their wits end, 
the latter entry has consistently 
scared a legion of unsuspecting 
adventurers in a manner that only the 
most daring of movies and books 
have accomplished. 

Of course, Silent Hill 3 will include 
a plethora of new weapons and items 
that we haven't seen in the franchise 
before, including the very powerful 
and effective machine gun. Based on 
the early examples of opponents that 
we've seen so far, you're going to 





A With a new star, countless new enemies, and a more shocking storyline, Silent Hill 3 looks 
to bring even more scares. 


rafters with grotesque creations and 
giant pulsating monstrosities. Faced 
with squirming hulkish flesh beasts 
and multi-legged crawling spider 
things, our heroine, Heather, definitely 
has her work cut out for her. 

That's exactly what Konami is 
shooting for. Perfecting its distinctive 
blend of puzzle solving and challeng- 
ing melee action, Silent Hill 3 should 
be the perfect vehicle for fans of solid 
(if not confusing) storylines and 
genuinely scary situations. Look for 
more on this one soon. 

JEREMY DUNHAM 


You should all be glad you got those new. 
weapons. You're gonna need 'em... 





www.psmonline.com / #63 OCTOBER 2002 / PSM:100% INDEPENDENT PLAYSTATION 2 MAGAZINE / 49 





Visit www.esrb.org 
or call 1-800-771-3772 
for more info. WWW.SUMMONERZ2 .COM 





© 2002 THQ Inc. Summoner, Volition, THQ and their respective logos are trademarks and/or registered trademarks o THQ Inc. All rights reserved. "PlayStation" and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc, 


раан yourself into 12 powerful summons, 
_from the Blood Juggernaut to the Blade of Sand 


Е: 


www.thq.com 





WRECKLESS: 


THE YAKUZA 


PS2 owners gel a laste 


of the Xbox love 













henever one usually 
thinks of Hong Kong 
action films, they 
generally divert their 
attention to the 
double-barreled gunplay and chop- 
suey kung fu. What are lost in the 
shuffle, however, are all the terrific 
chase scenes. With films like Bullet In 
The Head and The Man From Hong 


The greatest fun in this game is 


being able to smash into pretty 
much anything you see and 
cause damage. You get that 
euphoric feeling that comes 
rarely in life. 


A The game features some impressive 


smoke effects that you can almost smell. 
Sometimes you can't even see through 
the stuff... it's so thick. 


A From monster trucks to sports cars to tanks, this game has every vehicle you can think 


of. And you can drive (and crash into) them all! 








Kong springing to mind in particular, 
it's a wonder that more videogames 
haven't been created with inspirations 
such as those already. In fact, the only 
one that we can think of that even 
comes close to that description was 
previously only available for 
Microsoft's Xbox... until now, that is. 
Wreckless: The Yakuza Missions is a 
fast-paced, crash-oriented speedster 


Straight out of any action movie, you can powerslide around corners and cra: 





that actually follows two stories at 
once. Simultaneously telling the tale 
of a pair of secret agents and barely- 
clothed police partners, the story- 
based racer crosses the paths of the 
two duos, as you are required to play 
the game from both perspectives, 
each possessing their own unique cars 
and missions. The double-sided 
adventure should not only stimulate 


plang eye 


_ _ 
sh into 


anything you want to. We don’t advise driving like this in real lif 
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the noggin with its entertaining plot, 
but also its deep and varied selection 
of stages. 

Boasting 20 more missions than its 
Microsoft counterpart, 16 additional 
vehicles, and a multiplayer mode that 
was time-omitted from the green 
version, PlayStation 2 owners may 
have the bargaining chip they need to 
help them decide which platform to 
pick it up for. The extra “Free Roam” 
mode should be help, too. 

While Wreckless: The Yakuza 
Missions may not end up to be as 
pretty as the original Xbox version, the 
extra features could more than make 
up for it. We'll have a full review, soon. 
JEREMY DUNHAM 


So what if it's not as good looking? Hey, it's 
got lots more stuff to do in it! 








А Не тау not be as flashy as some of the other characters, but Ryu is still definitely one of. 


the best and most-balanced. 





PREVIEWS s; 





PUBLISHER CAPCOM | DEVELOPER CAPCOM | RELEASE DATE FALL | TYPE FIGHTING | MAX PLAYERS TWO | ESRB RATING TEEN 





. CAPCOM 2 


The craziest Capcom fighter yet 


graces Ihe PS2 


here are generally two 
schools of thought when 
it comes to Capcom 
fighting game fans. 
There’s one side that 
tends to stick to tradition and play the 
more regular Street Fighter titles, 
including the various incarnations of 
SFIII. Then, there's another side that 
prefers a more complex system of 
fighting and larger cast of characters. 
These are the folks that pour quarter 
after quarter into the latest versus 
title. This sequel has been developed 
for them. 
Marvel Vs. Capcom 2 takes every 
major element introduced in a 


Capcom fighting game, tweaks it a bit, 
and then squeezes it all into one 
incredibly deep game. There are 
around 50 different characters 
included, which range the gambit 
from classic Ryu to Sonson and Ruby 
Heart, who are both brand new. Also, 
instead of the more established 2-on- 
2 combat that’s been seen in past 
versus titles, teams in this game are 
comprised of three characters. 
Visually, this arcade conversion 
looks great, with no hint of the 
slowdown that has plagued past 
PSone ports. The character sprites, 
while still low-res, animate beautifully 
and the polygonal backgrounds add a 
definite nice touch. All in all, Marvel 
vs. Capcom 2 is shaping up quite 
nicely and should be a welcome 


A It’s amazing how many characters Capcom A Most of the special attacks, such as this This is easily the largest and deepest fighter iti 
included in this sequel. There are even more walking Zombie, are extremely over the top, ^ that Capcom has ever created. addition to the genre. STEPHEN FROST 
hidden ones! but correspond well to their characters. 








TO SURVIVE, YOU MUST CHANGE INTO A WARRIOR. 
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TRUE CRIM 


Genres collide in Activision’s gritty OTA play-alike 





Unlike in G7A3, the various 
genres that make up True 
Crime—driving, fighting, 
shooting—are more like fully 
fleshed-out games. There are 
also lots of indoor scenes. 








e STREETS 
° ОРГА. 


You can whip out your pistol and take 








the bad guys out Lethal Weapon style or 





eeply rooted in the Hong 

Kong action stylings of 

directors such as John 

Woo and Ringo Lam, 

True Crime: Streets Of 
L.A. is a classic "cop against the 
world" action story that combines 
several genres into one game for an 
intense trip down Hard Boiled alley. It's 
also got its sights set on another big 
"crime sim", namely Grand Theft Auto: 
Vice City. 

Possessing three different types of 
elements (driving, shooting, and 
fighting), the multi-layered structure is 
already looking strong in each of its 
components. Although the early build 
we played through was approximately 
4096 complete, we can already begin 
to see the ambition level of the 
Luxoflux team. 

The most impressive aspect of the 
game so far has to be it's driving 
model. Recreating nearly every square 
inch of Los Angeles, the meticulously 
recreated environments are almost 
identical to their real life counterparts. 
Traveling from spot to spot can be 





accomplished just like it is in real life. 
Want to take those back-roads you 
grew up around? Go ahead! Rather 
hop on the 101 and drive from end to 
end? You can do that too. A 
marvelous feat in many respects, the 
geographic accuracy absolutely rocks. 
But we shouldn't deny the 
potential behind Luxoflux's traditional 
arcade shooting setup and its deep 
fighting game engine. On track to rival 
the top games in each particular 
genre, the team's dedication to 
producing an excellent final mesh of 
the three sections is very admirable. 





A Shooting angry thugs is very much like a 
John Woo film. As diving, double-gun 
blasting, and slow-mo moves are the flavor 
of the day. 


just use your karate skills. 


Still a few months away, True 
Crime: Streets of L.A. has plenty of 
time left on the cooker. Frantic, story- 
driven, and full of possibilities, it’s 
already on our list of “games to 
watch” for next year. JEREMY DUNHAM 


It may seem like Grand Theft Auto, but there's 
lots more stuff to do! 













Se n 


E ur : : 
A The fighting game engine is very much like a traditional genre title. With energy bars, 
special moves, and completely breakable surrounding objects. 
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A The camera system could be a hindrance 
for some, but finding a good angle is part 
of the strategy. 


o be honest, most giant 
mech games feel just like 
military action titles—you 
could swap the mech with 
a tank, a snow speeder, or 
Solid Snake, and the gameplay 
wouldn’t actually change much. RAD, 
however, is different. For what may be 
the first time ever in a video game, 
you truly feel like you're controlling a 


йм? 


A Check out the wheels on this robot’s 
shoulders—he can transform into a giant 
tank! Shades of Optimus Prime? 


Seriously 
heavy mefal 


massive, lumbering colossus of iron 
and steel, bristling with incredibly 
destructive weapons and just waiting 
for you to tell it what to smash first. 
There are two big factors that con- 
tribute to this awesome sense of 
scale. First is a unique camera system: 
you play as the human controlling the 
robot, not the robot itself, and you 
watch robot battles through your 


GAME INFO PUB ENIX AMERICA | DEV SA! RELEASE DATE NOVEMBER | TYPE ACTION | MAX PLAYERS ONE | ESRB RATING PENDING 


АА ost everything can be smashed, and a 2-player mode may also be added—will these 


cities last through 50 missions? 


character’s own eyes. In fact, you have 
to be careful — if the action gets too 
close, you might get squashed. 
Equally important is a novel control 
scheme in which you control your 
robot's legs with the shoulder buttons 
and arms with the analog sticks. It 
sounds weird, but within five minutes, 
we were throwing haymakers, firing 
laser beams, and even launching our 


rocket fist at a doomed enemy robot. 
It felt totally unique, and incredibly 
satisfying. We can't wait for more. 
ERIC BRATCHER 


Imagine if you had your own gigantic robot 
and it kicked ass. See how cool this is? 
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*« PREVIEWS 






A RIDE OoN THE 
WILD SIDE 


Ratchet’s myriad of gadgets 
aren't just for shooting stuff— 
he'll need them to get around 
the game world, too. In true 
action-platformer fashion, there 
will be a number of thrilling 
challenges built around ` 
mastering their use. 


САМЕ ІМЕО 


j A 


A Skateboarding isn't new to the genre, but it's never been this fast. Ratchet also fii 
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nds grind boots and magna-boots for walking upside-down. 


RATCHET & CLANK 


Big guns + big levels = big fun? Insomniac hopes if all adds up... 











hatever you do, don’t 
call it an action- 
platfomer. Insomniac 
Games wants you to 
think of its latest 
endeavor as the world's first true 
action RPG. While that's certainly 
debatable, Ratchet & Clank is defi- 
nitely anything but your typical 
action-platfomer fare. Sure, there's 


ШЕЕ 


It's got loads of items and is absolutely huge, 
but can it really revolutionize the genre? 


¥ You'll need a big gun like the Devastator to take 
out the game’s massive enemies, such as this tank. 





plots of jumping and shooting, but 
the sheer customizability of the 
experience is what will surely 
advance the genre. 


Choose Your Own Adventure 
The #1 goal of the game's developer 
is letting players determine how 
they'll tackle a certain enemy or 
obstacle, so there's not just one 
locked-in way to do it. For example: 
you can run in, guns blazing, and 
take out enemies—but risk taking 
damage. On the other hand, you 
could throw some mines between 





Ratchet and his foes, use the Taunter 
to call them to you, then sit back and 
watch the fireworks. 
There's also 
another 
important side 
to Ratchet & 
Clank: the robotic 
sidekick’s solo 
adventures. The little 
guy will actually go it 
alone for several of the 
game's levels, introducing 
some unique play 
mechanics. In the examples 
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we've seen, Clank can command 
smaller, but more lethal robots to 
attack enemies for him and 
accomplish other tasks. This kind 
of gameplay variety, combined with 
huge worlds and the huge (and 

/ , long talked- 
g # about) arsenal 
of weapons, is 
what really has 
L4 us excited. 
RANDY NELSON 
4 Ratchet's got a 


weapon for just about 
every situation. 





A Unlike Daxter of Jak and Daxter fame, Clan 
actually gets to adventure on his own. 








A Some enemies will attack in swarms—that's 
where rapid-fire weapons come in handy. 
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Go to work. 
Crush people. 
Get paid. 

You gotta love this job. 











Show off your moves on the turf. And in the zone. 


Where the players play. 
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stick skills to freeze the D. : 


rol. Sweet 





You got new moves. So do the goalies. It's only fair, 


Every great magician uses a magic wand. 
This one makes frozen rubber disappear. 
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WILD 


GAME INFO 


ARM 


Sony's heavily-armed RPO series 


reloads on PS2 
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VARMINT 
VARIETY 


The creature designs in Wild 
Arms Advanced 3rd are pretty 
lush, ranging from Godzilla-like 
summons to transparent, levitat- 
ing plants. 








ony’s Wild Arms RPG 
series is nothing if not 
chronically underrated. 
However, this upcoming 
“stroke-shaded” (note the 
colored pencil-like textures) sequel 
may finally enable the series to 
take its place beside the other big 
RPG franchises. 

The unique, Old West-meets- 
medieval fantasy setting is back, in 
which you'll grab your six shooters 
and blast away at a dragon. Also 
returning are simple environmental 
puzzles, which the player will solve 
using freezing blasts, flaming cards, 
bombs, and a steerable boomerang. 
The various weapons can be cus- 
tomized as heavily as before, and the 
soundtrack music is as fun and cre- 
atively appropriate as ever. In fact, the 
only major non-graphical change is a 
new, turn-based battle system that 
looks great and has a traditional feel. 

There are four major cast 
members, all of whom are "drifters", a 
sort of cross between a bounty hunter 


and a policeman. The first of these is 
Virginia, an 18 year-old lass who 
carries six-guns and wants to be like 
her long-lost father. She's joined by 
Gallows, a shaman-like indian who 
carries a shotgun and runs from his 
destiny; Jet Enduro, an Uzi-toting 
drifter with sticky fingers and no sense 
of loyalty; and Clive, a noble sniper 
who's cursed by a tendency to fall 
short of his goals. They all meet on a 


The Lost World meets the Wild, Wild West in 
this latest installment of the Wild Arms series. 








ae ee 
4 iniu] m N RS x SE BE 
A Each character has a special tool used to 
solve puzzles. 









train carrying a valuable artifact, 
though where the story progresses 
from there is anybody's guess. One 
thing's for sure, though—we're eager 
to find out. ERIC BRATCHER 


т Battles are turn-based now, but f 
the same time. jj 
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A Unlike the previous Tenchu games, the draw distance isn’t an issue anymore. You can actually see the entire levels at 
once—which really helps in avoiding enemies and planning strategies to deal with them. 


TENCHU 3: 


The series that sparked Ihe stealth craze 
on PSone returns fo shed more blood 


ook out, Shinobi—you’re not alone. The 
latest Tenchu game is gearing up for 
release next spring and, unlike Sega’s 
offering, it focuses less on arcade-style 
slashing and more on stealth, cunning, 
and good old ninja gadgetry. 
The most immediately noticeable upgrade over 
the last two (PSone) games in the series is the 
world detail and draw distance. Gone are the shaky 
textures and black “fog” that made seeing the 
enemies you're supposed to avoid difficult. But it's ] кашек 
more than just a graphical upgrade—various A оте stealth kills will now earn you new 
gameplay elements are being tweaked and abilities, such as better attacks and evasive moves. 
expanded to ensure a much more polished game 
than before. niques (such as an elbow smash and the ability to 
Case in point: you can now lock onto foes and slash while flipping over enemies) can also be 
use weapons they drop when killed. New tech- learned each time you max out your stealth kill 
meter. There will be new items as well, such as a 
A ee pinwheel bomb that sticks to enemies and can be 
remotely detonated. 

Three total characters are in the cards, but only 
two (Rikimaru and Ayane) have been revealed thus 
far. What we've seen is looking good—expect more 
Soon! RANDY NELSON 
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ш үсе Машге Sexual Themes 


It’s still early, but we're already jazzed about the gameplay DAI Mild Language 
and graphical refinements. корр Violence 
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<4 She's 
not afraid 
of bats, 
demons, 
or Nazis... 








BloodRayne 
is one tough babe. 





"PUBLISHER f 



























A Using your blades instead of a gun 
increases your Bloodlust meter. Fill it up 
and you can activate a special attack. 





A You'll come across a large assortment 
of horrific enemies in this game. Good 


luck sleeping afterwards. 





\ Majesco sinks ils teeth into an 
\\ all-new PS2 heroine 











experience. Majesco seems to be 
doing just that with its new horror- 
themed action title, BloodRayne. We 
took a quick look at this promising 
title earlier this year, but it’s only been 
recently that the game has started to 
truly come together. 

BloodRayne stars a half-human, 
half-vampire heroine who’s sole 
purpose in life is to hunt and destroy 


With Matrix-like moves and a lust for blood, 
we see Majesco's heroine going places. 








supernatural evil; Using her twin 
blades and a huge arsenal of guns, 
you'll have to guide her through 40 
levels spanning three worlds: 
Louisiana, Argentina and Germany. 
But it’s not going to be very easy. 
Countless armies of Nazis, swamp 
creatures, and bats are going to be 
there to slow your progress. 
Fortunately, you'll also have access 
to what the developers are calling 


Not only is our heroine ultra- 
sexy, she's also got some hot 
moves that you'll see plenty of 
in the game. 





Special Dhampir Abilities. Basically, as 
you make your way through the 
game, you'll unlock special skills, such 
as slow-motion, a zoom view and 
aura-based vision. It's pretty neat to 
watch BloodRayne slice a Nazi in two 
and see the body parts fly through 
the air at 1/3 normal speed. 

In between all the shooting and 
cutting, though, players will have to 
make sure that BloodRayne feeds 
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often. Simply hitting the Square 
button will cause our heroine to 
pounce onto an enemy and start 
drinking. What's cool, though, is 
that you can actually rotate your 
victim and use them as a shield as 
you drain them dry. Now, that's 
cool. With a Halloween release, we 
should hopefully be able to review 
the game shortly. Check out these 
hot shots until then. STEPHEN FROST 





e knew something was up with 

NBA Live this year when the 

developer asked us what we 

thought was wrong with the 

franchise. That was a shrewd 
move because Live didn't make the leap to the 
PlayStation2 very smoothly. In fact, EA Sports not 
only listened to complaints from sports gamers, it 
actually addressed the issues and made NBA Live 
2003 a vastly improved title. 

For starters, online play has been added as a 
PlayStation2 exclusive. So, if you want to play 
head to head against a friend or download fresh 
rosters, you can only do it on your PS2. But even 
the minor details have been enhanced, like better 
rebounding, cooler shot blocking, more realistic 
contact, and enhanced Al that makes the game 


Y Better faces, better animation, 
better control... better game. 


and moves. Just use the right control stick. 


play much better. Way to go, EA! 

However, the coolest improvement is the added 
use of the right analog stick. You can utilize it to 
control the ball, dribble behind your back, stick a 
crossover, swat down passes, or hang the ball: out 
with one hand to tempt a defender like Michael 
Jordan. You control it with the joystick... it's not a 
canned animation. We tried it and loved it. This 
could be one of the best new innovations in 
basketball videogames since they went 3D. 

DAN EGGER 


They asked... we told... and now NBA Live 2003 is a vastly 
improved title! Way to go, EA Sports! 
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ith the PlayStation 
2 finally going 
online, developers 
are scrambling to 
release titles that 
take advantage of this new feature. In 
most cases, the games will simply 
feature a standard online component, 
like deathmatch or stat-tracking. 
However, in the more extreme cases, 
the games will completely lack a 
regular single-player experience in 
favor of a completely online, multi- 
player adventure. EverQuest Online 


Where else can you get a constantly evolving 
game world for only, like, STO a month? 


d 3apling 


= 5 eit 
4 There are a number of realistic weather 
effects including fog, rain, and snow. 
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Adventures is a perfect example. 
EOA is quite unique and very 
different. You'll only be able to play it 
online, but that's just the beginning. 
The world that you'll be playing in, 
Norrath, is amazingly huge. It covers 
over 320 square miles and is incredi- 
bly diverse. You'll see vast mountain 
ranges, foggy swamps, giant cities, 
countless dungeons and virtually 








.A WORLD 
OF VARIETY 


Considering the size of EOA’s 
world, there needed to be a 
large variety of terrain for 
players to discover. Believe us, 
players won't be disappointed. 
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45 
,.stotioncom 


From deserts towns to giant forests, players will see everything they can see on our 
planet, plus plenty that they can't. You'll spend several months just trying to see it all. 


Zz WULD Ol ÛU 


everything else you can think of. 
Players will have complete control 

over their appearance and can 

choose from several million different 


variations spanning nine distinct races. 


Adjust your hair style, skin color, 
tattoo size, gender and even facial 
hair in order to come up with an 
online persona that’s distinctly you. 
EOA will also introduce something 


Y The control interface has been completely redesigned from 
the PC version so that combat is even easier to get into. 


www.psmonline.corm 


else new for most console owners: 
monthly fees. That's right. You'll have 
to pay an as yet undisclosed fee 
(probably S10) for the privilege of 
playing the game. And, in return, 
you'll be able to play as often as you 
want, for as long as you want, in a 
world that's constantly growing and 
evolving. We can't wait to explore 
that world. STEPHEN FROST 
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A The streets of Tokyo are swarming with all manner of enemies—which is 


just the way Hotsuma likes ‘em. 


SHINOB 


Ninja swords... ninja stars... 


ninja.. dogs? 


ust when we thought Shinobi couldn't 

sound any cooler, Sega busts out with 

new details that have us salivating 

even more. What are we talking 

about? Well, for starters, there's the 
fact that the tank enemies (first seen in last issue's 
Shinobi feature) are actually possessed by demons. 
Pretty funky, huh? Not only that, but Hotsuma will 
actually be able to slice through them—their 
cannons, treads, etc.—with his katana and they'll 
bleed. Yep, they're full of guts, folks. 


Y. These tanks look mean, but you can actually 
slice them open with your sword. 


S = it | 
One thing's for sure: this game is going to have some of the 
craziest enemies ever! 
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Another just-revealed enemy is actually a dog... 
a ninja dog... wearing samurai armor and holding a 
blade in it's mouth. No—we're not kidding. Sadly, 
despite plenty of pestering on our part, the dev 
team at Overworks still has no plans to include a 
ninja dog sidekick for Hotsuma a la Shadow Dancer. 
Maybe next game? 

We've also gotten to check out some new 
footage (still no new hands-on, alas) of later levels, 
including a stunning scene where Hotsuma is 
running through a Tokyo street with buildings 
ablaze and enemies jumping out of everywhere. 
Even if there's not a lot of actual play style changes 
between levels, the sheer visual variety should help 
things a lot. We'll have a hands-on next issue! 
RANDY NELSON 






oa n 


А Неге we see Hotsuma at a decided advantage: 
his enemies' eyes are covered up! 
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Tack 


INFECTION | 


Taking over the World nas 
never been this contagious 


www.dothack.com 
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The smell of rivalry is in the air. 
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Y Whatever you do, don't let go! Our hero will end 


up in perilous situations like this all the time. 


HAVEN 


Midway's most ambitious tite yet lands on PS2 


ace it, there are just too 
many good games out there 
for a lone mortal to play in 
one lifetime—a dilemma 
Traveler’s Tales aims to 
correct. Their latest creation, Haven, 
rolls ‘em all into one convenient 
wrapper. Sans load times, defined level 
transitions or a clearly established 
product niche, it’s gunning to be 


Travel The 
World 


In Haven, you can use a large 
assortment of vehicles. You'll be 
able to travel across the ocean, 
through the air, or even into space. 


























From hang-gliders to ultra-slick aircraft, you'll be able to use an amazing number of 
vehicles to travel all around the game's huge world. We wonder what else there is. 


a s Y The gameworld is simply huge and you'll be able to 
E J | explore all of it. You'll definitely need the skills, though. 


x 


е" 


everything Jak & Daxter wasn't. 

You spend most of the time saving 
an extraterrestrial race in third-person 
action-adventure mode. Stumble 
across a speedboat, buggy or 
spaceship and boom!—it’s race or 
spaceflight combat simulator time. 

Acquire the right vessel, and you 
can even launch into orbit. Truth be 
told, swooping low over 5 planets. 


e CALL OF 
e THE KING 


broken down into 40 levels and 15-20 
visual styles is half the fun. Incredibly, 
anything seen from up high can also 
be spotted up close while on foot, 
which, thanks to the art of Shadow 
Master veteran Rodney Matthews, is 
quite the surreal treat. 

From turret shooting sequences to 
laser battles with giant droid mini- 
bosses, it’s a wild ride and quite 
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A Watch out for the 
lava! The dangers 
in this world are 

definitely of the 
“real” variety. 


*« He may 
M notbe 
the most 
normal- 


looking guy, 
but our hero 
definitely 
has the skills 
needed to 
save the world. 


With a huge world that begs exploration and 
lots of vehicles to explore in, this game rocks. 


possibly the future of gaming as we 
know it. The best part is that despite 
the vast array of content contained 
within, the play experience simply 
builds off concepts you've encoun- 
tered countless times before. 

Wildly ambitious—and a pet 
project of Traveler's Tales CEO, Jon 
Burton, who self-funded the game for 
3 years with 30 people—it might just 
be the title that puts both his 
company and Midway back on the 
hardcore gamer's map. 

SCOTT STEINBERG 
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A With such great handling, impressive visuals and endless modes, this game 
looks to be a true winner in a rapidly growing genre. 


RALLY FUSION: 


More modes [han you can 
Ihrow a slickshifl al 


ver the last year, the 

genre of rally racing 

has risen from relative 

obscurity to achieve a 

high level of populari- 
ty. It seems every major developer 
has either released a game or 
plans to in the near future. Not one 
to be an exception, Activision has 
partnered with UK developer, 
Climax, to craft its own unique and 
very authentic title for rally fans. 
Based on a prestigious race held 
annually on the Canary Islands, 
Rally Fusion looks to differentiate 
itself from the pack by leading in 
the sheer number of game modes 
it has. 


A The course designsin Rally Fusion are 
some of the best for the genre. 


Truly, this title has a mode for 
every type of gamer. From straight 
races to time trials to uphill chal- 
lenges, there's simply so much to 
see and do. You're gonna find a lot 
of meat here and it's gonna take 
most people a good deal of time to 
eat through it all. It also helps that 
the game looks so good, with some 
of the best rain and fog effects 
we've seen yet. The handling is 
pretty much dead-on and definitely 
more responsive than a lot of the 
other competitors out there, as 
well. We just can't wait to get a 
final version. STEPHEN FROST 


A The cars can get quite damaged during. 


races. Smashed windows are the norm. 


With such a large number of modes, you'll 
be playing this game for a long, long time. 
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by Full Sail Graduate 
Brian Germain 
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Real World Education 
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Computer Animation 
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Show Production 


www.fullsail.com 


* Financial aid available to those who qualify. 
* Job placement assistance. 
* Accredited college, ACCSCT. 
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HUNT OR BE HUNTED 





TM 





Your pulse pounds in your temples. 













Your crewmembers lie dead or 


dying around you. All you know for 


sure about the alien invaders is 


that you’re nent on their hit list. 


- Time is running out. So is your life. 


Struggle to outthink. outrun and 
outgun intelligent foes who learn 
from your behavior and adapt to it. 





Get the feeling of living a movie— 
from the edge-of-your-seat tension 
to the voice talent of top actors. 














hile PC owners have been 

traversing massive online 

virtual worlds for years 

now, Square’s Final Fantasy 

XI offers up the first such 

RPG experience for 
console gamers. After a few months 
with the final Japanese build (and the 
beta version before it), we're more 
than convinced that the much-hyped 
(and questioned) online project is a 
resounding success and a true killer 
app in Sony's online gaming plans. 

You may have fought and 

defeated Ruby Weapon, you may 
know why, in America at least, the 
release of Final Fantasy VII preceded 
the release of titles bearing the 
names Final Fantasy IV. V. and VI, but 
that doesn't matter. With Final 


- . Fantasy XI, Square levels the playing 


ground for all gamers by entering 

. uncharted territory. In FFXI, you'll find 
Chocobos, air ships, a job system and 
a few classic FF music pieces, but 
that's about all that the game shares 
with its predecessors (there's no Cid 
to be found yet, either). 


Where's the Story? 


Perhaps the biggest shock to many 
will be the lack of an epic storyline. 
No main character who's half jerk 
teaming up with a big party, one 
member of which will fall in love with 
him and then later die, in order to 
defeat an evil force that threatens the 
world. There is a background story to 
the game involving the interplay of 
three kingdoms, and many of the 
computer-controlled denizens popu- 
lating the towns that serve as the 
starting point of your adventure have 
their own stories to tell, but this game 
isn’t at all story-driven. 

Instead, you're supposed to get 
your kicks just by existing in the 
game's online world, which is 
populated by hundreds of live gamers 
like yourself. Square has risen to the 
occasion by providing the most com- 
pelling world we've ever seen ina 
console game, the huge and detailed 
land of Vana'Diel. A walk-through of 
one of the towns where you start 
your adventure and meet other char- 


acters can take upwards of ten 
minutes, and you can enter into most 
buildings in order to purchase 
weapons and items and hear a few 
lines of dialogue from locals. In the 
castle grounds of the Sandoria 
Kingdom, you'll find such details as a 
lookout tower, which offers up views 
into the outside world, a stable for 
Chocobos and a dock for airships. 
Head outside town, and you'll 
encounter dense forests, irregular 
land formations, hilly terrain that can't 
be traversed on foot, and cliffs over- 
looking valleys. We're not even sure 
how big the world is; it's certainly big 
enough so that most players won't be 
able to access it in its whole easily. 


A World That's Real 


This is just the starting point. FFXI 
features a day-night cycle set to an 
accelerated time scale, and as night 


. approaches, the moon comes out and 


lights are turned on indoors. 
Adventurers brave enough to journey 
into the outside world during the 


What we've 
learned during 





our first fhree 
months of living 
in Van Diel 


night (the beasts stalking the wilder- 
ness seem to become a bit stronger) 
will find an occasional camp ground 
with a bonfire; it doesn't replenish 
your health in any way, but it's 
certainly homely. On top of the day- 
night cycle is changing weather. We've 
seen clear days turn to overcast, fog 
and rain, and all of it affects gameplay 
in that your character's visibility is 
hampered in bad weather, making 
battles a little tougher. 

It’s impressive just on its scale and 
attention to detail, although we 
presume due to the presence of 
hundreds of simultaneous online 
players, the technical side of things 
has taken a shot with a low framerate 
and pop-up in the distance. You 
probably won't be as impressed as 
you were with FFX, but having spent a 
considerable amount of time in the 
virtual world, we've come to appreci- 
ate the achievement. With all the stuff 
going on in the background, including 
the presence of other players who, 
for all we know, could be playing the 
game from thousands of miles b 
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Unlimited Ammo. Because Reloading Takes Too Long. 





Exact your deadly revenge with precision and grace. 
Unlockable secret movies and action figures. 
Dramatic movie-quality cut-scenes. 

Super-powered special weapons. 

Destructible environments. 
Nightmarish boss battles. 
Disposable enemies. 









FINAL FANTASY 


a 








A With such a huge world to explore, 
players will constantly see new and unique 
things at every turn. From vast forests to 

populated towns, FFX/ seems to have it all. 






ШУ Б! 


FFXI is the first PS2 game that you 
don't play through a DVD or CD. 
Instead, you install the entire game 
to your PS2 hard disk along with the 
Play Online browser software, which 
is used to launch the game. All the 
installation, as well as connecting to 
the internet (at least with 
broadband) and registering for an 
account are as straightforward as 
can be, requiring no thought on your 
behalf (just make sure you have a 
credit card number). The only trou- 
blesome point is how long things. 


> away, one gets the feeling that the 
PS2 is most definitely sweating its 
way through this one. 

Walking around through the world 
can only hold your interest for so 
long. The primary point of Final 
Fantasy XI, as with other titles in the 
genre, is to build up a character, ina 
sense creating your own story of sorts 
as you play. Character creation and 
development is suitably complex. 
Your character can gain experience, 
rising in level and earning new spells 
and abilities, and you can also change 
your chosen job at any point in mid- 
game to, initially, one of six possibili- 
ties. Tired of being a knight? Then 
change yourself briefly to a magician 
or a thief. Each job must be built up in 
level from the starting point, but 


A Similar to EverQuest, combat in FFXI is 
pretty simplistic. You basically select what 
you want to do and the game handles the 
rest. You can also move around in battle. 


take— nearly two hours from start to 
finish, and then you're faced with... 
PATCHES! Yes, folks, patches are 
now going to appear in the console 
world. A burden to PC owners since 
the days of old, patches are needed 
to fix bugs and add new gameplay 
elements and features. 


youre still able to use spells and tech- 
niques learned from other jobs. 


Combat For All 


The battle system has been a bit on 
the simple side through our play thus 
far. When you see an enemy, you 
select an option to attack, and your 
character does just that, automatically 
according to his statistics and 
equipped weapon. You can move your 
character around freely during battle, 
although it doesn’t seem to affect the 
outcome. Your main task during battle 
is to cast magic spells, make use of 
techniques that are at your disposal, 
and use items. You're also there to 
determine when enough is enough; if 
you feel overwhelmed, you can cancel 
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“You probably won't be as impressed as you were with FFX 
but having spent a considerable amount of time in the virtual 
world, we've come to appreciate the achievement” 


an attack and flee (although most of 
the tougher enemies will follow you 
relentlessly, casting spells at you from 
behind), or call on other players in 
the area for help. 

Enemies can be tough in this 
game depending on how far out you 
venture from your home base. 
Surrounding the castle or town walls 
are tiny rabbits and worms, just 
perfect for leveling up. Go a bit 
further and you'll find ugly ogres, 
some of whom seem to work 
together in groups. Some of the 
enemies are just fiendish and will wait 
to attack you while you're in mid- 
battle with other enemies. You can 
view stats on enemies before hand to 
get an idea of your chances for 
success, although don't be too afraid 


When choosing your FFX/ Online alter- 
ego, you're given 5,760 possibilities. 
Eight character classes are at your 
disposal, ranging from elves to human- 


ish characters, all the way to big brutes 


like the Galka and the cute, pint-sized 
Taru Tarus. Each character features 
eight different faces, two different hair 


of experimentation, as you can die as 
many times as you want in the game, 
the only penalties being a return to 
your home town and the loss of 
experience (which can eventually 
make your character lose level). 


Party All The Time 


Your best bet for success in battle 
and for leveling up quickly enough is 
to team up with a large party, and 
Final Fantasy XI makes things easy for 
you with a complex chatting system 
that, obviously, requires a keyboard 
for efficiency. Screenshots of the 
game look a bit cluttered due to the 
presence of a big chatting window, 
but having played the game, we 
wouldn't have it any other way! In P 


BA O a 


styles, three body sizes, and can be 
assigned one of five different default 
jobs and placed in one of three very 
different kingdoms. Throughout your 
adventure, you'll be able to equip 
weapons and armor in sixteen 
different body areas, giving your 
character an even more unique look. 
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e° FINAL FANTASY XI 


uB 


A With such a focus on jobs in FFXI, it's 
better if you switch professions as often as 
you can. The more skills you learn, like 
fishing, the better your characters will be. 


A. Since the world is persistent, you can 
expect constant changes across the world. 


A Shops are very useful in that ia can 
supply you with all those needed items. 


P- addition to sending messages, you 
can execute a variety of gestures and 
greetings through simple commands 
of the form "/bow" and "/nod" and 
can save the user names and informa- 
tion of friends you've encountered. 
Once you've met players that you like, 
you're able to store their IDs in a list of 
friends (assuming you're given 
permission to do so); in later gaming 
sessions you can seek them out and 
send messages. 

Party gameplay is clearly central to 
the FFXI experience. Most of the 
strategy for battle actually appears to 
come from assembling a party with a 
balance between spell casters and 
Sword bearers. You can, of course, 
fight by yourself at all times, but you 
need to be in a party in order to P» 


Y As your experience increases, you'll be 
able to take on the larger and more 
dangerous creatures, like this dragon. 


need to be alone. Each player | 


has their own home, which no 
e else can enter, in the main | 


_ са$йе ог їоууп ої їһеїг 


dom, accessible by heading 


_ out to the Residential Area. You 
` go here to change your job, 
store items (you can only carry 
| alimited number of things with 
. you), and can even buy and 


arrange furniture (presumably 
st for bragging rights). When 
adventuring in the other two 


| kingdoms, you do what you 


ight do when on travel in the 


. real world: rent a room, pre- 
E >o for a small fee. 


—ISAPPEARING ACT 


rly May 16, 2002. Nearly 


not sure). Square' 's servers are | 
erwhelmed and instantly 


- collapse. Despite a quick fix 


riod, we've still encountered 
server outages, the worst 
having kept us from playing for 


complaining тоо much, though, 
as to keep everyone happy 


— Square has waived the first 


month of the game's 1299 yen 
monthly access fee. Hopefully 


— we'll actually be able to play 


'til our heart's content during 

that month. For the record, 

FFXI. can only be played while 
u're connected online; there's 


| absolutely no offline mode to — 
__ In the game speak of. | 
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THECODE MONKEYS 








INTERACTIVE 


A Some of the most beautiful environments 
are found in the snow-covered areas. 






"We're not even sure how big the world is; it’s 
ТАШ ШИЕ ШКШТ ЛАЛ ЖААШ: 
able to access it in ils whole easily” 












> fight alongside other players; you 
can't just go up to an ongoing battle 
and join in. Six players can join 
together at once, but you can have 
three groups of six teaming up in an 
alliance for a total of eighteen simul- 
taneous players all fighting the same 
creatures! It's truly a sight to behold 
and can almost be overwhelming 
with the amount of action going 
onscreen at the same time. 


CaN cud. 


Pick up your copy of FFXI early 
next year, and you could find 
yourself playing with a bunch of 
PC users. The Beta test period for 
the game's PC version kicks off in 





be running the test on the same 
servers as PS2 players. That 
means you'll be able to play 
alongside your fellow PC 
brethren! We're not sure if the 
game will allow you to determine 
who's playing on what system, 
but you're always free to ask. Just 
don't be impartial to one form of 
player; that just wouldn't be in 
the spirit of the game. 


Party-based gameplay has been the 
most enjoyable part of the game for 
us thus far. Just traveling around the 
countryside, engaging in battles, 
being healed by comrades, and 
watching others do the same in real 
time in the distance—it’s something 


different than what you've ever expe- 


rienced in a console game. Plus, if 
you get strong enough and make 











enough friends, you'll find yourself 
facing some epic battles versus 
massive bosses who reside in their 
own remote areas of the game’s 


- world and have powerful trolls pro- 


tecting the paths towards their 
homes. Even ignoring the bosses, 
massive beasts will occasionally make 


.. their way into the castle and town 


surroundings, and players will be 
required to team up in order to 
defeat them. 


Quest Now, Paid Later 


But FFXI isn't just mindless wandering 
and battles. The game offers up a 
number of quests, which are required 
fare for building up your character 
beyond basic levels. Quests range in 
complexity, some asking you to travel 
to the other side of town in order to 
give a message to a town resident 
with others asking you to obtain items 


-or defeat certain enemies far from 


Y With hundreds of players running s 
around constantly, there will always be 
opportunities to form parties and chat 
about past missions. Unfortunately, the 
only way to talk is with a keyboard. 
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town where powerful beasts stalk the 
weak and inexperienced. The more 
complex the quest, the more money 
you receive. You'll also find that some 
quests lead to other quests, 
eventually allowing you to join elite 
guilds of craftsmen within town. 
As with the rest of the game, the 
more complex quests are best 
accomplished in parties. 

Those who play long enough have 
even more in store for them. Get far 
enough and you'll find yourself jour- 
neying to the two countries outside of 
your own, although you can't do so 
on foot. Truly long distance travel 
requires the use of Chocobos, which 
can be purchased at stables in town 
once you've reached a certain 
amount of experience. Other forms of 
travel include air and sea-going ships, 
both of which dock periodically at 
ports in town. You need a pass to 
board either of these, something 
which requires the completion of a 
particular mini-quest. 


Worth The Time? 
Unfortunately, to get this far in FFXI, 


you're going to need one thing: time. 
Progression through the game is 


notoriously slow; we spent hours just 


leveling up our character enough for 
surrounding players to begin to — 
consider us as serious allies. With no 
surrounding storyline carrying the 
Way you may find yourself wondering 
if there’s a point to leveling up your 
character and collecting as many 
weapons and items as possible. 

But with its beautiful, strikingly 
realistic and massive world and the 
promise of an experience unlike no 
other in console gaming, you'll have 
to give a go at least once, even if you 
have no plans to play for months and 
months on end. Who knows, once 
you've entered this Square-made 
virtual world, you may not ever want 
to return back to reality. 


Well Equipped 


The biggest hurdle for Japanese 
gamers trying to get online with FFX/ 
involves the PS2 hard disk. It's not 
cheap, and it's not even available at 
retail; Sony currently requires that you 
order the hard disk online through 
one of its broadband partners. You'll 
also need a keyboard, although any 
USB keyboard will do just fine, and, of 
course, an internet connection 
(broadband and narrowband will 
work, although if you go narrowband, 
you'll need a separate USB modem). 
We spent about $240 to get the 
game and all necessary equipment. Is. 
it worth the price? We think so. Still, 
let’s hope that the final cost in the 
US. will be much, much cheaper. 
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their own Three Kingdoms Saga! Will you шу 1 
___ tohistory, or create an ОШО new "What iE World? 
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eThe character you choose determines how the 
action and event scenes unfold! 


eA multitude of play modes, including 2 player 
versus and cooperative! 


«More than 40 playable characters with event scenes 
in full voicel! 


Xbox™: Coming September! 





SN PlayStation 2 : AVAILABLE NOW 
ت‎ ш е Produced b 
» PlayStations РА УА 





@ Live your own Three Kingdoms experience! 
Play one of 535 characters from civil servant to the mighty Lu Bu! 


@ 10 scenarios with multiple endings and story paths! 
The fate of China is in your hands! 

@The biggest leap forward in the series! 
Amazing graphics, quicker gameplay, 
and added features! 


. Available Now 
PlayStatione@ E 


Dynasty Tactics, Dynasty Warriors 3 and Romance of the Three Kingdoms VII are trademarks of KOEI Corporation and KOEI Co., Ltd. ©2002 KOEI Co., Ltd. All rights reserved. "PlayStation" and the 
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Take control of Ryan McKane's rac 
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. / Rip up the asphalt in over 
with up to 20 cars on the 
ye and graphics. 


CODEMASTERS.COM 





GENIUS AT PLAY 

















If you want to 
get by in Vice 
City, you'll have 
to deal with Diaz 
(left), Capo 
(right), and 
Buddy (middle). 
You don’t need 
them as your 
enemies... 















Twice as big, 
beauliful, and 
brutal as OTA Il? 
Bring it on! 


s any Tomb Raider historian will tell 

you, the sequels that follow a hit 

game aren't always known for contin- 

ued innovation. With that in mind, last 
year's groundbreaking Grand Theft Auto IIl wasn't just 
a hit—it was a record-breaking, runaway smash. It’s 
the most successful PS2 game ever in both the U.S. 

| and Europe. It’s sold over six million units so far and 
it hasn’t even been released in Japan yet. 

So, when Rockstar invited us to take an exclusive 
look at the follow-up to Grand Theft Auto III, we 
wouldn’t have been surprised if it was basically the 
same game with a few tweaks. lt isn’t. » 
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e° GRAND THEFT AUTO: VICE CITY 


> Two minutes after walking into the 
room, our jaws hit the floor and 
stayed there. Welcome to Grand Theft 
Auto: Vice City, the latest chapter in 
Rockstar's carjacking crime wave. It 
has the same control scheme as GTA 
III, but literally every other aspect of 
the earlier game has been decon- 
structed, overhauled, amped-up, and 
reinstalled bigger and deeper than 
before. Not only is GTA: Vice City 
going to be every bit as good as GTA 
III—it's going to blow it off the road! 


BRIGHT LIGHTS, 
BIG CITY 


It's amazing just how much developer 
Rockstar North (don't worry, it's still 
the DMA guys—they just changed the 


E 


A One of the new weapons is modeled after 
a Colt Python. It only shoots one shot at a 
time, but it has serious stopping power. 


“EVERY ASPECT 
OF THE GAME HAS 
BEEN AMPED-UP, 
OVERHAULED AND 
REINSTALLED” 


4. You want bikes? Vice City will give 
you bikes. Not only does riding one 

. make you look like a badass, but you 
can shoot forwards while riding. 





You'll have to read this whole feature to learn everything we know about 
GTA: Vice City, but here's the quick and dirty version of the big facts. 


Release Date: October 22 
Developer: Rockstar North (same team 
that did GTAIII, with a new name) 
100+ Vehicles, including aircraft and 
motorcycles 


50+ interior locations 

40 Weapons 

100+ Missions 

Vice City = ‘80s-era Miami 
Vice City = over twice as 
big as Liberty City 

New targeting system 
Improved graphics 
Increased focus on storytelling 
Massive licensed soundtrack 
Exclusive to PS2 until 2004 


ҮҮҮҮҮ ҮҮҮҮҮ N YY 





A. NPCs are both better looking and way 
smarter this time around. "No, officer, these 
aren't the droids you're looking for...’ 














A Polygon counts are higher than in the last 
вате, епаһїпг some truly stunning scenery. 
You can almost feel the tropical breeze... 








name) has managed to accomplish in 
a single year. It starts with Vice City 
itself: a glamorous (yet undeniably 
corrupt), slightly twisted version of 
Miami in the mid-1980's, complete 
with ridiculous amounts of pastel 
Clothes, palm trees, sports cars, and 
neon light. It's between two and two 
and a half times as large as Liberty 
City was, and the entire map is open 
from the moment you start the 
game—no more waiting for bridges to 
be repaired. Moreover, it will boast 
much greater geographical diversity, 
with terrain ranging from downtown 
areas jammed with towering sky- 
scrapers to neon-lit boulevards and 
run down slums—not to mention 
swampland, the ocean, and a whole 
network of rivers and streams. P 





A This gorgeous, ridiculously high-perform- 
ance automobile is called an Infernus. 
Remember it, and ask for it by name. 





GAMER 


TALK SOME TRASH 


Psych out your opponent with a verbal 
kick to the groin. Throw some new trash 
=  SIGDEEP their way and they'll be losin’ in no time. 
Gaming is a state of mind and 
body. Breathe. Chant. Light 
incense if you have to, just 
keep it away from the shag. 



















MASTER A PLAN OF ATTACK 


Throw in a meal and an extra blanket and 
you can play til’ dawn. Still not enough? 
Wipe that crust off your eyelids and find 
yourself a good excuse for callin’ in sick. 


LOSE CONTROL 


This means you'll be needing 
something soft to slam, flip, 
twist, or fall on. Shag carpeting 
not only looks good, it feels 
good. Leaving you free to grab 
your joystick and game on. 


GAME YOUR WAY AT BLOCKBUSTER’ 

Now you can RENT or BUY games and systems. Previously 
played games are up to 60% off the manufacturer's price. 
And with tons of copies, hot titles are guaranteed to be there. 
BLOCKBUSTER is totally committed to games. Are you? 








«° GRAND THEFT AUTO: VICE CITY 


> But what fans really wanted was 
to be able to go inside the various 
buildings in Vice City. Their prayers 
have been answered. There will be at 
least 50 interior locations, including a 
bank, a shopping mall, a coffee 
house (good for hiding out in), a 
nightclub packed with dancing 
patrons, and an airport jammed with 
ticket counters and customers. Most 
of these places will be interactive as 
well. For instance, at one point in our 
demo, the main character went into a 
store and swapped his Hawaiian shirt 
and jeans for a bright blue suit. And 
be sure to visit the remodeled, 
expanded Ammu-nation, where we're 
told you can do "naughty" things 
you've always wanted to do. (Hel-lo, 
gun store robbery!) 


STREETS UF FIRE 


Rockstar has also addressed the 
other burning desire that GTA III 
players had: the urge to drive on two 
wheels instead of four. Yes, easyrid- 
ers, there are motorcycles in the 
game. Quite a few in fact, from » 


Not only can you fly planes 
and a helicopter, but if you 
wanted to land on the roof of 
that skyscraper in the dis- 
tance and snipe at someone 
on the ground, you could. 


A Luckily, some folks in Vice City. 
drive very expensive cars, and À 
almost never lock them up. Suckas! 





A The neighborhoods in Vice City will range 
from a swanky, skyscraper-filled downtown 
to suburbs, slums, and swampland. 


A On our online poll, PSM readers voted interior locations as their most desired new feature. 
Well, consider your wish granted—50 times over. There are all kinds of different places to go 
into now, including bars, discos, hotels, and other, less savory places. 





Blondie, "Atomic" 

from "Eat To The Beat" (1979) 
Best heard after jacking one of those 
Sweet Ferrari-looking convertibles. 


rand Theft Auto: Vice City 

has a metric ton of music— 

9 or 10 hours worth. Plus, 

it's all licensed, so you're 
graduating from the admittedly 
funny soundtrack of GTA III 
(though the talk radio station will 
likely remain) to the real sounds of 
the '80s. Here's the tiniest sam- 
pling of the songs you'll be hear- 
ing as you ravage the city... 


Cutting Crew, "(I Just) Died in Your 
Arms" from "Broadcast" (1986) 

Best heard as the soundtrack 

to a nice assassination with a sniper rifle. 


from "The Message" (1982) 
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Grandmaster Flash, "The Message" 


Best heard while driving (or possibly fly- 
ing) away after blowing up something big. 
































P- Vice City 
residents 
wear expen- — \ - NN S 
зіме сіоћеѕ, pm - y) 
drink expensive fF / | 
booze, and love - 
to live life in the 
fast lane. 

























Laura Branigan, "Self Control" 

from "Self Control" (1984) 

Best heard while in a crowded dance club 
where the shiz-nit is about to hit the fan-zit. 








р 





“THE NUMBER OF 
DRIVEABLE, JACK- 
ABLE VEHICLES 

WILL TOP OUT AT 
OVER 100” 


> Harley Davidson look-alikes to 
sporty crotch rockets. There are also 
tons of new boats to drive around 
the various waterways, including a 
Coast Guard cutter, a gigantic luxury 
sailboat, and several flavors of 
speedboat. Dodo fans will be glad to 
hear that there are legitimately navi- 
gable aircraft in the game now, 
including a M.A.S.H.-type chopper 
and a small, Cessna-like plane called 
a Skimmer that has pontoons 
enabling it to land on the water. Of 
course, there are new cars and 
trucks as well, many inspired by the 
popular sports cars of the ‘80s. 


DRIVE-BY FUN 


Overall, the number of jackable, dri- 
veable vehicles will top out at over 
100, more than twice as thick as GTA 
Ii’s 40-vehicle roster. But more 
exciting than their number is the way 
that these new vehicles will help to 
expand the gameplay. For example, 
you can not only do drive-bys from a 
motorcycle, but you can shoot direct- 
ly in front of you while riding one, 
something that was simply Þ> 





























Michael Jackson, "Wanna Be Startin" 
Somethin' " from "Thriller" (1982) 
Best heard while cruising neon-lit "Ocean 
Drive" at midnight, looking for trouble. 


еее 





A Flock of Seagulls, “I Ran (So Far 
Away)” A Flock Of Seagulls (1982) 
Best heard while evading cops in a 

turquoise, Lamborghini-ish sports car. 










In our continuing quest 
to give you all the 
information possible, 
PSM scored an exclu- 
sive interview with 
Tommy Vercetti, the 
main character in GTA: 
Vice City. We had to 
leave a little early 
because... well, just because, but we 
still found it very informative. Enjoy! 


PSM: Mr. Vercetti, thanks for taking 
the time to talk with us. 

TV: My pleasure. 

PSM: Hey, you know, talking to you 
in person, you sound an awful lot 
like Ray Liotta. 

TV: I'm flattered. Ray Liotta is a great 
actor. | especially found his perform- 
ance in GoodFellas quite... interesting. 
But | also believe his best work may be 
ahead of him, and coming up very 
soon. Got it? 

PSM: Ummm. Sure, whatever. So... 














P 


Hall & Oates, "Out of Touch," from 
"Big Bam Boom" (1984) 

Best heard while lounging around off the 
coast in Vice City's new luxury sailboat. 


Vice City looks a lot like 
Miami, doesn’t it? 
TV: Yes it does. The two are 
very similar, but frankly, the 
good people of Miami would 
not appreciate some of the 
less appealing effects that my 
business has upon Vice City. 
PSM: Okaaay. Speaking of 
business, what exactly is it that you 
do for a living? 
TV: Didn't my business partners at 
Rockstar tell you? 
PSM: Well, we asked, but they said 
you told them that if they said one 
single word, they'd be sleeping with 
the fishes. 
TV: (Long pause, followed by leveled 
gaze) And does that not answer your 
question? 
PSM: Wow, look at the time! Well, 
we'd better be going. Don't get up, 
we'll show ourselves out. Thanks 
again! Bye! (Sound of running feet, 
door opening, and car peeling out). 


IE Xe TuS 


Kool & the Gang, "Summer Madness," 
from "Light Of Worlds" (1974) 

Best heard while taking an adrenaline- 
pill-fueled bat to some morning joggers. 


М айй ШШ 
A When it's stormy, the waves will get big- 
ger, and if you look closely, you'll see a plane 
overhead leaving a trail. That's realism! 


ost boats in the VC have three speeds: 
very fast, insanely fast, and escape velocity. 


А There are 40 weapons in all, but the base- 
ball bat is still the perfect way to administer 
a good beating to man or machine. 















A There's a Haitian gang that rolls in these 
wheels, so be careful when jacking this ride. 


S ee 
A Riding wheelies on the motorcycles is pos- 
sible. It isn’t easy, but if you could learn to 
fly a plane with no wings (the Dodo), you 
should be able to figure this out. 





Judas Priest, "You've Got Another 
Thing Comin’ ” (1982) 

Best heard while roaring down the sun- 
baked highway on a Harley-esque chopper. 
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TOUGH CHOICES 


A Some people like to ride around town in a limo, while others prefer to drive 40 year- 
old beaters that they like to call “classics”. Which would you rather jack? 





ae " D rcm 


| 
| 
| 


: impossible before. Also, Rockstar 
has promised that some of your 
weapons will be usable from the 
chopper. Imagine sniping a target 
from 100 yards straight up, or loading 
up your airplane with explosives so 
you can bomb a boat right out of the 
bay. ILS also more realism than 
before: you can bail out of a moving 
vehicle now, and most vehicles' tires 
can now be shot out, making them 
slower and much more difficult to 
control. Is there any doubt that the 
police will eventually pull out spike 
strips to try to take you down? 

They'll need all the help they 
can get, too, because you'll definitely 
be packing serious heat. GTA III’s 15- 
меароп arsenal has now grown to 
include over 40 entries. These range 
from a basic knife to a powerful six 
shooter that resembles a Colt Python 
and on to more exotic, way more 
destructive fare. Plus, using them will 
be easier than ever, thanks to an 
improved targeting system whose ret- 
icule will change color to tell you if 
your target is armed or not. You can 
also kneel to steady your aim and 
ре your accuracy, and if even 





gmn төн v 


i Г nn 


that fails you, it's never to late to fall 
back onto what Rockstar describes as 
a "cleaner, smoother" hand to hand 
combat system that promises more 
variety in punches and kicks. 


WAR GAMES 


With so many new gameplay elements | 
being installed, it just makes sense that 
Rockstar is promising that the missions 
will be both more numerous and far 
more diverse than ever before. There 
will be at least 100 missions this time 
(up from GTA Iil’s 73) and possibly as 
many as 140. “We keep cramming them 
in? says Dan Houser; Rockstar's VP of 
Creative. Moreover; the missions will tend 
to be longer and more sophisticated, 
with high-end production values. Houser 
uses GTA III's “Bomb the Base” mission 
as an example, because it was one of 
the last missions installed in the game, 
and was designed after all the various 
dev tools and game systems were up 
and running at full capacity. For those 
who preferred the extra assignments, 
like the ambulance and Toyz ‘n the 
Hood missions, don’t worry— there will 
be more side missions and hidden > 


ت 
E‏ 


“THERE WILL BE 
AT LEAST 100 MIS- 
SIONS THIS TIME, 
AND POSSIBLY AS 
MANY AS 140" 


A Sailboats aren't very fast, but what a sign 
of status, power, and wealth! Better steal it. 
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First-person 
shooting action 








Battle enemy giants 
from lands sea & air 


are Mike Wired, a gutsy WWII fighter pilot. It’ 
In a hailstorm of bullets, an explosion of Пе ri 
Mêw dangers lurk. A new enemy waits. 





Prepare to battle sadistic dinosaurs through 
“Aided only by a bizarre military timepiece, a 
make sense of the a ti 







Blood 







| 
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“VICE CITY IS 
BETWEEN TWO 
AND TWO AND A 
HALF TIMES AS 
LARGE AS 
LIBERTY CITY ” 


> secrets to find than ever before. 

Mission complexity will also ben- 
efit from a greatly increased empha- 
sis on storyline and plot development. 
Vice City is a production whose scale 
would send most Hollywood produc- 
ers running home to mommy. 

“Videogames we are now at a 
point where they are capable of 
doing things in terms of size, scale, 
and involvement that are way 
beyond what movies are doing; 
explains Houser. "The average 
Hollywood script is about 100 
pages. Ours would be about 2000” 
He's not exaggerating. GTA III had 
about 3000 pedestrian comments 
alone—roughly an hour and a half’s 
worth of dialogue. Vice City looks to 
clock in with between 8000 and 
9000 lines of pedestrian dialogue. 
It will also boast much greater char- 
acter and plot development, with 
around 80 minutes’ worth of cut 
scenes (GTA II] had roughly 30 min- 
utes) to help push the story along. It 
might have been even more, had 
Rockstar North not worked very 
hard to integrate plot development 
into the missions themselves, not 
just before or after each one. 


FAMILY TIES 


One of the more noticeable side 
effects of this greater emphasis on 


` storytelling is that the main character 


actually has a name and a personality 
this time around. Hes Tommy ° 
Vercetti, a low-level mobster voiced 
by veteran actor Ray Liotta, an expert 
in bringing intense, psychotic charac- 
ters to life. Tommy has been jailed for 
the past 15 years after a drug deal he 
was involved in went bad. He no 
sooner gets out than the "friend" for 
whom he did the job calls, wanting 
reparations for all the money he lost. 
Time to get back to work. 

Rockstar is keeping the storyline 
under wraps, but promises an open- 
ended plot that "takes the player from 
being screwed, to getting more 
screwed, to eventually figuring out 
what's going on? Oddly, a Rockstar rep 
we spoke to referred to Tony as the 
"first" character, leading us to wonder 
if there are additional playable charac- 
ters (Rockstar would neither confirm 
nor deny the possibility). Either way, 
Tommy seems well prepared to take 
on whatever Vice City has to offer. 

However, whether underaged 
gamers can handle it might be > 
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| Street Hawk 
| Don't get us wrong: = 
we love the Harleys. 
If we didn't think 7 
we'd get laughed { 
out of the biker bar, 4 
we'd all own them R TE 
ourselves. But you Ralph's suit from 
can't deny the The Greatest 
appeal of a American Hero 
dirt/street bike that Technically, those 
has missiles, a lase, flying underoos 
and a machine gun were a vehicle, 
and can go 300 right? If so, we 
miles per hour. want to steal it. 
Then again, if that 
means seeing 
William Katt naked, 
maybe we could 
j just shoot him 
down instead... 
that'd be cool, too. 


Crockett & Tubbs 
Granted, Crockett was 
more famous for his 
pastel attire and 
scruffy beard than for 
his car. Still, it'd be 
awesome to run into 
GTA-world equivalents 
of this duo. 


The A-Team 

We'd hate to find 
ourselves pitted 
against them (they 
can dig car-sized 
holes like nobody's 
business), but we'd 


that Vice City will What could be cool- 

include characters er than roaring 

and vehicles around town in the 

“inspired by” (i.e.: — General Lee? It'll be 

identical to) popu- tough to steal with 

lar TV shows and the doors welded Michael Knight 
movies from the shut, but if we see and K.LT.T. give our left analog 
‘80s. Rockstar an orange '69 Who wouldn't love stick to drive the 
wouldn’t comment Charger, it's ours. roaring around town A-Team van. 

on the subject, be i ә in a bulletproof, 

we couldn’t help super-fast, talking 

thinking about Trans-Am with all 

some of the char- kinds of gadgets 

acters we'd most and weapons 

like to encounter. * installed? 


It's been rumored Тһе Duke Boys 
| 
| 





Airwolf and 
Blue Thunder 
Everyone has an 
opinion about which 
of these two super- 
copters was the 

my coolest. Our 

| answer? Whichever 

one we're shooting | 
down at the time . 


а um 
A The lighting looks better than ever (espe- 
cially the neon) thanks to a rebuilt engine. 


“THE GRAPHICS 
ARE NOW MUCH 
SHARPER AND 





A Do you think that you'll actually get to 
use this boat for fishing, or will you just 
throw bodies off the back? 


CLEANER THAN 
ІМ GTA III” 


P another story. One of the things 
that made GTA III unique was its 
notoriously mature content. Will Vice 
City cross the line even further? 

Possibly, says Rockstar’s COO 
Terry Donovan, but only if it fits the 
plot. He likens GTA III to the first 
Friday The13th movie, which blew 
people away with its gory intensity, 
and points out that four movies later, 
when the human element and story 
had been discarded in favor of ever- 
increasing levels of blood and guts, 
the series became worthless. 
Granted, Vice City’s storyline probably 
won't read like an episode of Thomas 
The Tank Engine, but don't expect the 
game to push the envelope just for 
the sake of being extreme. 


PRETTY IN PINK 


With so much time and effort devot- 
ed to generating new game content, 
one might expect tech specs to have 
changed very little from last year's 





offering. Incredibly, that's not the 
case. Rockstar North has somehow 
found time to completely dismantle 
and rebuild the entire game engine, 
with impressive results. 

Vice City’s image quality is much 
sharper and clearer than in GTA IlI, 
and everything uses a lot more poly- 
gons. Also, there's greater texture 
detail (the team learned to stream 
textures very late in GTA III’s develop- 
ment cycle), and a new radiosity 
lighting system helps the neon light 
spill smoothly over everything. The 
environment seems more alive, from 
the fish and waves in the bay to the 
way the sunlight glints off a car's 
windshield as it drives by. There's 
even a cloth model that makes 
Tommy's jacket ripple in the wind 
when he rides a motorcycle. 

It's a smarter world too, with 
NPCs who are far more intelligent 
than before. For example, pathfinding 
is greatly improved, so gangs will walk 
in clusters now, rather than in a 


parade-like straight line. And for play- 
ers who abused the way NPCs in G7A 
IIl couldn't shoot over cars, get ready 
to learn some new moves. Not only 
will they now fire away, but they also 
might crouch behind a car themselves 
to present a smaller target. 

The final important element of 
GTA III was the wide selection of 
satirical (yet still remarkably legiti- 
mate sounding) radio stations that 
populated the airwaves. This is yet 
another area where Rockstar is 
blowing away its previous standard. 
GTA Ill had around three hours of 
music and talk radio. Vice City will 
boast a staggering nine to ten 
hours, and believe it or not, it's all 
real, licensed music from the ‘80s. 
This adds a great, authentic feel to 
the action (though we hope GTA 
III's satirical commercials and talk 
radio stations will remain), and 
really helps establish the time 
frame in which the game will be 
taking place. 








A Vice City is packed with nightclubs, and 
you can even go inside some of them. 





A You can shoot out a car’s tires to slow it 
down, but the cops can do the same to you. 


There's also some damn good 
music here, including tracks from A 
Flock of Seagulls, Michael Jackson, 
and Judas Priest. In fact, the sound- 
track will also be released by a 
major record label (most likely as a 
box set), though which label has 
accepted the task had yet to be 
revealed at press time. 

Ultimately, the most impréssive 
thing about Grand Theft Auto: Vice 
City is how enthusiastically ambitious 
it is. Rockstar actually looked at the 
most successful videogame of 2001 
and decided to do it all over again 
with twice as much of everything. It 
helps that the team clearly loves its 
creation. “I think Grand Theft Auto: 
Vice City is going to be the best 
videogame of all time. | really believe 
that” offers Houser with humble con- 
viction. Strong words, but come 
October 22, we guarantee that a 
good chunk of the millions of diehard 
GTA IlI players out there will be say- 
ing the same thing. [79 
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high flying Fterosaur. And smell the uhite-hot stench of ã detonated Baby Nuke. Turok is back fnr the kill. 
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[KD PSM CHALLENGE Destroy all comers with these battle 
£a 


CODES 














GENERAL TIPS » Be aware of your enemy trying to do 


DAMIEN CCS D TT EET the same to you, and perfect the 

ekken is all about combos. Position Change moves. They may not 
Spend some time in the seem like much, but if you're trapped 
training arena learning in a corner, the ability to not only get жоо : 
which moves can be chained out of the corner, but force your enemy TR | - B 

Squere Does Disneu! together and which ones into it instead can easily be the differ- и : 7 "o \ 

Kingdom Hearls, р. ПО knock your opponent into the air. Then ence between an easy victory and a i 

S EE 2: practice linking them together into vicious beating. 
v p 3 combos until it's second nature. 









Similarly, use the sideways moves to your > Steve can't‏ ۾ 









advantage. As any Soul Calibur player will A р 
оке > You can move during the countdown to tell you, the ability to dodge off to the side Pese xe ; А 
| d d the beginning of the match. Get into and strike at an opponent's "dead angle" and his offensive / 
sy 4 a v position to either get the drop on your (the angle from which they cannot defend combos аге H 
|^. D икн opponent or effectively counter his or her against an attack) is incredibly useful, espe- freakisniy fast 
ке \ 





Take IF To The Hole! first attack. cially in setting up throws and juggles. 
SIreet Hoops, p. Ile »- Use the walls and other obstacles — ^ » When knocked into a wall, pressing any 
LV ME | | they are the keys to victory. They of the four buttons can sometimes make 
Uv restrict your enemy's mobility and when your character perform a tech roll off the 

you knock an enemy into one, it causes wall—but it isn’t easy. 

extra damage, essentially for free, and 

often stuns them. Try pushing your » A good, quick jab can disrupt an 
opponent into a wall during a juggle, or uncanny number of attacks. If you see 
just pinning them in a corner and your opponent coming in with a big hit, 





bouncing them between the walls and try to sneak in a poke before they get it 
your fists. 2 off. But we're warning you: seasoned 
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SCOUTING REPORT 


teve is a bit of a change for the Tekken 
e given that the only kick he has is a 

short-range heel stomp. Despite his lead foot, 
he's still a very powerful character. His 
dodging/swaying techniques make him an incredible 
defender, able to avoid almost any attack. Plus, even 
if you do hit him, his recovery time is quite short. (As 
a side note, if you're up against him, low attacks, par- 
ticularly those that knock his legs out from under 
him, have the best chance of succeeding). 

Offensively, Steve is both quick and strong, and 
his punches chain together very, very well. He has 
only a few weaknesses: his reach is shorter because 
of his lack of kicks, and he tends to have weak 
juggles and throws. He also has very few low 
attacks, so a ground-bound opponent like Christie 
can be a pain. 

The key to fighting with Steve is to remember 
that he's a boxer, and use him like one. Be very 
mobile, always circling your opponent to find the 
right attack angle (actually, you should try to do this 
anyway). Sidestep, back dash, and duck inside, 
throwing jabs until you're in the right place to unload 
some big punches, then move again. 








SCORE 018549 





Steve's best single attack is probably his British 





<< USE THE WALLS AND 
OTHER OBSTACLES-THEY ARE 
THE KEYS TO VICTORY >> 


Y When you've successfully defeated Tekken 
Force mode, you'll find you've unlocked the 
Hon-maru stage, commonly known as the Dojo. 


= 


g 


ESSE 


LELE 


By Be Bie Be Be Be 





strength in favor of extra speed and even greater 


Edge. It’s easy to execute, and it chains to a ton of 
other moves. It may actually be the best first-link 
move in the game. His Heartbreak Shot is also great, 
for its ability to stun an opponent. And if you 
manage to get good with his Gatling Gun special, in 
which he pummels an opponent with a barrage of 
gut shots, forget it—they're toast. It's especially 
effective when your opponent is up against a wall, 
and each hit bounces them between your fist and a 
hard place. 

Steve also has a second stance—the Flicker 
stance («- (&)- (à), which sacrifices some of his 
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defensive capability. It's a good choice when facing 
off against particularly quick, yet fragile, opponents. 


Groove to Move to: 


(character facing right) 
а NE Au E 02600 
or 69 46 
ее d NE NTORO] 
Воскеї Гаипсһег................ > ной >@ 
е 20*0 
Cobra Weave. .... (9 (9 Hold > or ©@ Hold > 
Ducking e 5 ®+O® 


Schoolyard Bully . . . approach from behind, @+@ 
Gatling Gun ..... @ + @ @® @ @ @ @@® @® @ 
while ducking 

Killer Combos: 
Раггу їпїо иррегсиї................... 520 
(Time with enemy punch) 
Cobra Weave into Jackhammer flurry . . .. . . . ЭТО) 
но!а >®@@@® 
Ducking Skyscraper, 
Right Straight Left Hook to 
Flicker, Spitfire Combo............. 26)*00, 
6 hold €, 66 6) & 


( Float like a butterfly, sting like a bee — use Fox like a boxer, 
and you'll be just fine. 


ша 


unusual-looking martial art with several different 
stances, it's often difficult to predict her attacks (for 
instance, beware her relaxed, "Negativa" stance, in 
IERO which she looks like she’s fallen on her J-Lo-esque 
caboose — it’s a trap). These stances also enable 
her to create infintie combos, a scary thought. 
Finally, Christie has great sidestep moves and a few 
ridiculously effective juggles, largely because or her 
reach and the fact that so many of her attacks hit 
low, giving you the maximum time to get in 
another hit before your opponent hits the ground. 
This, along with the fact that so many of her 
attacks are sweep kicks, makes her tough to beat 
in close quarters. 

Capoiera also makes Christie deceptively difficult to 
fight against. She isn’t terribly durable, but because 
she's so low to the ground, high (and in some 
stances, mid-level) attacks often go right over her 
head. This low-profile focus is arguably her 
weakness as well—the vast majority of her attacks 
are low to mid-level (including a dizzying array of 
sweep kicks), so if you make her go up high to 
beat you, her move set is severely limited. 

Because Capoiera is such a rhythmic martial 
art, some of the best Tekken ass-kickers play 
Christie with a sense of rhythm, always moving, 
never pausing. This makes her even more 


SCOUTING REPORT 


CHRISTIE MONI 


> Christie is known for 
her appeal to less 

technical players. And 
to males in general. 






LETT 


LA ENS 





(at least until you unlock him), but fights 

almost identically to him because they both 
use the acrobatic martial art, Capoiera. She's fairly 
slow, and her attacks are a bit weak, but many still 
consider Christie to be a “cheap” character, well 
suited for button mashers. Her kicks have good 
speed and reach, and because Capoiera is such an 


& hristie replaces Eddy Gordo this time around 


A Most of Chris! 
excellent range. 


S attacks are kicks, which gives her 


SCOUTING REPORT 


CRAIG 


v» Marduk has two very different looks, but he's a [ 
wrecking machine no matter what he's wearing. 1 


Tudo, a martial art similar to Brazilian Jiu-Jitsu, 
but with more of an anything goes, street 
fighting edge. Thus, while he’s basically a bruiser, 
, he also has a wide array of grappling skills, 
| tackles, throws, and juggles, as well as a wicked 
LR ESS game is made more 
& р eR ДШ 
—— — Ma $^ F^ } Marduk’s tackles and grapples end 
with him mounted over the 


other fighter, ready to deal 
| 3 serious damage with his 
i eA giant, meat hook-like hands. 


ı When a move chains into a 
(i mounted combo (as so 
W//, many of Marduk’s do) in 
this way, it’s easy to deal 
70 to 100 points of 
damage, most of it 
\ straight to your 
opponent's brain 
(though the enemy can 


IE gargantuan fighter is a devotee of Vale 





\ 





МАВ 
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A Eddy Gordo and Christie are so similar, he's actually 
one of her alternate costumes. 





confusing to play against, and flat-out captivating 
to watch. 


Moves to Groove to 


(character facing right) 

ү d c uU ee ORO] 

Slippery КїСК:.................. eo 

Knee Slicer Low Front Stinger 

from Negativa................. © ®+@ 

Handstand .................... эб+@ 

Carnival, during handstand ....... eoe 

Wheel Kicks, during sidestep. ..... 6*9 

Rodeo Spin ................... И 
20106 

Воотегапр ................... => hold 
20*9 

Killer Combos 

Helicopter to Slippery Kick 

(from handstand) .............. э'@+@ 
0®+0 

Samba Slippery Kick to Negativa 

to Armada Combo ............. 2060*0909 
eo 

Mirage to Fruit Picker ........... м ®+@ 
£@+© 


sometimes escape). 

In practice, Marduk is an example of what many 
hardcore Tekken players refer to as a turtle— 
meaning that he’s well suited to blocking, blocking, 
sidestepping, and blocking some more until you find 
an opening and launch a wicked counterattack. This 
strategy is especially helpful when an enemy is very 
close, as Marduk is fast for his size, but not 
remotely quick enough to counter the attacks of 
quick opponents like Xiaoyu or Steve. 

If you can keep the battle at mid or long range, 
either by retreating or pushing your enemy off, it’s 
showtime. Marduk has some devastating (if 
sometimes dirty) attacks, especially his Knee Slicer, 
which can’t be parried, and Double Leg Take Down, 
a great all-purpose tackle made from his “ready” 
stance. Add to this a few simple juggles (use 
Annihilator Hammer, Air Lift Uppercut, or even 
Around the World to start them, then use fast 
attacks to keep the enemy airborne), and you 
should be well equipped to give any opponent.a 
run for their money. >> 








be: ШЙ of the ОЙ 2 
deration, or leader of the notorious Zeon 
es? Choose your side, then prepare for 
ight of your life, in Mobile Suit Gundam: 
ation vs. Zeon. Hail Zeon! 























Arcade Style Split Screen Action 
- for HEAD to HEAD or TEAM BATTLE! 


SOME CAMPAIGN MODE: OVer 200 missions 


FULL VOICE-OVER performed by,the 
ы television series actors! 


_ © CHOOSE YOUR SIDE! Play through as 
either a Federation or a Zeon PILL. 


К ЕУ КУЛЛ ЛОО 
of 3D environments with fast and furious 
battles in outer space! 





on is great. .. is easy to control, and exacily 
the arcade game, with even more features!” 
— Famitsu Magazine 






Awarded a 
GOLD AWARD 
` from Japan's 
"Famitsu 
Magazine 





Violence | : : 4 PlayStation.e 


www.bandaigames.com 


6 Sotsu Agency SSuniise, Program € 2001 Bandai Co., Ltd. “Gundam”, “Mobile Suit’, and all related characters, names, distinctive likenesses, drawings and other images contained in this product are the exclusive property of Sotsu Agency and Sunrise Inc. 
"PlayStation" and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. Used under license by Bandai America Inc. All rights reserved. 
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ЬЫ 


Moves to groove to 

(Character facing right) 

Left Right Combo 

Knee Slice 

Ready Position 

Double Leg Takedown. 
while in ready position 

Аппі 

Air Lift Uppercu 

Ironman Tackle 

Elbow Rush 


Around the World => hold >@+@ 


COMBO-LICIOUS 


We asked Namco’s ultra-hardcore Tekken testing 
team if they would each reveal to us their favorite 
combo. Here's what they gave us — looks like some 
powerful stuff! 


Kazuya 6-Hit Cole Combo 
Kazuya kicks ass with this six-hit sequence 


C. 


Spinning Backfist ( €, 
hold < + @) Note: this hit 
must be a counterhit! 











LO 


Demon God Fist (© while 
rising) 








2] 


Dash in. Left Right Combo Dragon Uppercut to Middle 
(2290) Kick (2, hold x * 86) 










- Dre's 5-hit Yoshimitsu smackdown 

This simple 5-hit, 3-move combo can only be 
used when fighting as Yoshimitsu against Heihachi, 
- but it's so effective, it's well worth memorizing. 


Note: Yoshimitsu must have stolen (@+©) 
-Heihachi's Demon Massacre move for this combo 
О work. : 





_ Soul Stealer discharge (@+© [Demon Massacre must 
have been stolen previously]) 








Jesse’s T4Combo 
Turn the tables on powerful opponents with this 
technical Jin combo. 














КїШег сотро$ 

Battering Ram to Left Right Combo to Heel 
Bazooka 0+0 6+0 «0 
Double Leg Take Down to Right Mounted Punch 
(x4) to Arm Lock. ®+© @+® @@@@ 
Annihilator Hammer to Air Lift Uppercut to Iron 
Headbutt, Left Punch to Gut Kick Combo 


Dd EE MICI RECO ORO) 


b» Craig is slow, but he's a master grappler. If he gets his 
mitts on you, he's going to break some bones... like your 
skull. 








( Must be counter hit) Opponent must be hit into 
Laser Cannon (first two hits wall for a Sidewall Stun, 
only[€ 2 9 D) Spinning High Kick (+®) 


Spinning Demon (> 
neutral ıı +© ©) 





E 


Spinning Demon Uppercut (after second spin in Spinning 
Demon, press: neutral ©) 


Immediately after Sidewall Stun, Left Right Combo, Right 
Roundhouse Punch (© ®©- neutral [pad returns to center] 
¢ hold ıı + ®). Opponent must then float into a Sidewall 
Stun (so push them), Forward Dash (> >) 


Disco Da-Rul’s Destructo Combo 

We'll wrap it up with this simply devastating 
mega-combo from Steve, almost guaranteed to be 
fatal when the enemy's against a wall. Note: move 
descriptions are for Steve facing right, not left as in 
these screens. 










Immediately after Sidewall Stun, Double Chamber Punch 
(9*6) 









Jimmy's Shake and Bake Heihachi combo 
Teach your enemy not to make fun of your goofy 
hairdo with this wicked sequence. 


Ducking In (>, hold > © Gatling Gun (performed 
©) while Ducking [@+@ v 
999999999) _ 








Heaven's Wrath (any hit during glowing hands becomes a 
counter) (€- (9), followed by Demon’s Boar (will stun 
opponent) (€- (à) 
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e HUW 


TAKE THE 


PSM 
CHALLENGE! 


RULES You can’t send an entry for 
each challenge. If you cheat or use 
codes, you'll be disqualified. The final 






these tips should get you started. 


What do you want 
outta life? 


letter for the contest will be accepted 
on November st. If there are multiple 
winners, the final winner will be 
decided by the best paragraph that 
explains why you're the winner. Send a 
picture or a videotape (non-return- 
able) and a short paragraph explaining 
why youre the winner. Sorry, no e- 
mail entries! Due to legal constraints, 

_ this contest is open only to readers 

living in the United States, age 18 

- years or older. 


SEND YOUR ENTRIES TD: 
PSM October Challenge # (the 
challenge you're entering) 

c/o Imagine Media, 150 North 
Hill Drive, Brisbane, CA 94005. 














Mas er 


Challenge #1: 
Kingdom Hearts 
Beat the game and unlock the 


ҸИ 1o see rare 
To broaden my horizons. 
To be strong. 


























V. We'll have a more complete guide to KH next issue, but 


T 






س 


KINGDOM HEARTS 





Special Secret. Photograph or 
videotape the screen showing 
it as an available selection. 


Challenge #2: Tekken 4 
Unlock all of the game's char- 
acters (including Eddy and 
Miharu) and photograph or 
videotape the character 
selection screen showing 












TALK IS NOT CHEAP 

The seemingly inconsequential questions 
Selphie, Wakka, and Tidus ask you in the 
very beginning may in fact be the most 
important part of the whole game. Your 
answers will determine how often you 
gain levels of experience over the course 


of the game. Choose the top answer 
each time for faster leveling, or the 
bottom answer for slower progression. 


GO FOR THE GOLD 
Always grab money and XP globes 
before they disappear, especially early in 





the game. Both are precious in the early 
going, and you'll rarely get hit by an 
enemy while running for the booty. 


TRAIN LIKE STALLONE 

There are certain battles and locations 
where you can level up almost indefinite- 
ly if you have the patience: the three- 
way battle on Destiny Island, the 
shadow-infested gizmo shop in Traverse 
Town, and the coliseum cups (which start 
over if you don't complete them) just to 
name a few. If you're having trouble, 
consider spending some time just 
leveling up before you venture further. 


KNOW THY ENEMY 

Nearly every enemy "charges up" before 
executing a major attack. Learn to 
recognize the charging animations to get 
a head start on avoiding the attack. 


RUN AWAY 

If you're surrounded and become disori- 
ented (thanks, camera!), don't be afraid 
to run away and regroup. Just be sure 
not to run into areas you haven't been 
before, or you could trigger the spawn of 
still more enemies. 











them as selectable (Ît will take 








more than one picture). 


Challenge #3: 

Armored Core 3 

Get to the top of the arena 
mode tournament ladder. 
Photograph or videotape the 
screen showing the 

arena rankings. 


SOCOM 

















Common sense tips to bring out 
the S.E.A.L. in you 


MAKE IT AUTOMATIC 

Generally, most of the weapons are set 
to semi-auto, which lets you shoot short 
bursts. However, it’s better to set your 
gun to full-auto (L3) and spray your 
enemy with a full barrage of shots. Also, 
always make sure your weapon is fully 
loaded when heading into a firefight. 


- Legends of Wrestling 2 
Turok: 

Evolution 

Burnout 2 


Ves TWO'S COMPANY 


If you end up dying all the time, it's 


aS са 
m 
ые 





probably because 
you don’t have any 
backup. Always go 
in teams of two 
and watch each other's backs. 
You'll live longer. 


HEADSET VS. TIARA 

That headset isn't just there for decora- 
tion. Use it often to see where your 
teammates are, what they're doing, and 
especially where the enemy might be. 


HIDE IN PLAIN SIGHT 

Remember: you're wearing camo. Use 
trees, bushes and buildings as cover 
whenever you can. Often, the enemy will 
just stroll right past you. 





A When you have a decent number of teammates, 
always go out in groups of two to three. 





CODES 


Jump over these codes 
Enter these names when starting a new 
career. Note: all codes are case sensitive. 


















Unlock all films in career mode .... fellA 
APRIL WINNERS Unlock all cars in Stunt 
Virtua Fighter 4 Constructor mode ............ SpiDER 
no winner Unlock all toys in 
Star Wars Racer Revenge Stunt Constructor mode ......... MeFf 
Alex Moody, of Kennesaw, GA Unlock all driving games, 

cars, and toys.................. Bindl 


Fatal Frame 
по мїппег 





THE MARK OF KRI 


Gory, yet cartoonish, codes 

Enter codes at start screen. If entered 
correctly, a Rau combo sound will be 
heard. 


Tougher enemies 


®©@®%®®©©%®©© 69 


Wimpier enemies 


00009000 


Enemy Al off in arenas 


600090009009 
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Unlimited arrows: 


0060090009069 





A Enemies in the arena are much easier 
to kill if you turn off their Al. Go figure. 


Y Waves behave randomly, but often signal upcoming 


behavior—if you're watching closely. 













Hints and tips ME from Producer 
Eric Koch 


Do your homework 
If you can beat the tu 
_ have most of the too 
up any wave in the gai 
the start of each level also give little 
gems that will improve your score and, 
more importantly, your style. 








Mix it up 

Doing tricks on all sections of the wave 

(Air, Face and Tube) is the best way to 
keep your special meter maxed and 
















` competition play, where 


a 








scored separately on all thi зе sections. aga” ا‎ 
Become a tube master 2 tricks in between your air and tube pay close attention to visual clues on ^ is known. Power surfers such as 
Mastering the tube ride not only keeps tricks keeps your link going better than the wave itself (tube spit and lip foam) Carroll and Curren should use the tube 
your special meter maxed, but also any other method. to avoid getting caught in nasty and face as much as possible, guys like 
adds critical multipliers to your score. sections of the wave. Fletcher and Robb are best utilized : 
Watch the water the air, and soul surfers like 



















Face the music C Each wave reacts differently when you Know your surfer D 101 in or Machado can go anywhere 
Doing face tricks and special f ce ride it, Watch the wave indicator and Use the attributes for which the player | 


ET SU DD in 
Y Proper cornering and speed control are the secrets | et 
o success in y success in Riding Spirits. 










The dev team helps rebuild your racing engine 
down shift until you've gained control of the bike. 

Settle for third You'll lose less time. 

Don't think you have to run at full-throttle in top 

gear all the time. Acceleration and safety are more Turn it down, then turn it loose 


important than top speed. Most of the time you'll Turning properly is obviously critical to success. 

be in 3rd and 4th gear, and it’s much easier to Slow down and start your turn early, holding it 

speed up after slowing down than to recover from through the entire turn and working outside in. As 

a horrible, road-rashing crash. long as you stay on the track and don't brake, you 
won't skid, and slowing down loses much less time 

Stop the (button) presses than falling. To accelerate quickly out of a turn, 

If you roll off the track, but you haven't yet fallen, downshift for a couple of seconds and open the 

do not hit the brakes. Release the throttle and throttle, then shift up when you red-line. 
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Free and paid rentals must be taken at the same time. Excludes 
equipment and movie rentals, Not valid with any other discounts or 
offers, You may. not redeem multiple coupons during same visit. 


Membership rules apply for rental. Customer responsible for all — s” 
# © applicable taxes and extended viewing fees. This coupon may =” 
not be exchanged for cash, sold, transferred or reproduced 
and must be relinquished at the time of redemption. Offer valid 


only at a participating. Blockbuster store. Credit will be applied to lowest 
5610VD00048 










rental price. Cash redemption value 1/100c. Void if lost or stolen, 





Blockbuster name, design and related marks are trademarks of Blockbuster Inc. © 2002 Blockbuster Inc. All rights reserved. 
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.* HOW TO 


STREET HOOPS 








Learn about how each baller can 
help or hurt you with this scouting 
report straight from Producer 
Charles Park 


АО 
Smooth guard out of Philly who can 
: shoot, cross up a defender and throw 
as ridiculous alley-oop. 


t HOT SAUCE 
- New school guard out of ATL 


- they ought to be illegal. 
HEADACHE 


Harlem's finest. A 
flashy guard who will 


_ the young bucks still can't match. 


with a handle and moves so sick C à 


tell you what he’s going to do, do 
it, and then let you know about it 
all day. 






FUTURE 


still holding it down with moves that 

























¥ Master GameDay (and even GameBreaker) 
with this simple play. 


NFL BLITZ 2003 
Astroturf codes vs. natural codes 
Codes are entered on the loading 
screen by choosing three symbols and 
pushing the stick in a certain 
direction. If a code is entered 
correctly, the effect of the code will 
be displayed onscreen. 


Late Hits/Extra Time enabled 
NFL Logo, NFL Logo, Midway Logo + 
any direction 


Auto Icon Passing ON: 
NFL Logo, NFL Logo, Football + 4 


Auto Icon Passing OFF: 


NFL Logo, NFL Logo, Football + J 


No CPU Assist (if teams agree): 
NFL Logo, Midway Logo, Helmet + | 
See More Field (if teams agree): 
NFL Logo, Helmet, Midway Logo + > 


Powerloader Mode: 
NFL Logo, Helmet, Whistle + > 


Chimp Mode: 
NFL Logo, Helmet, Whistle + Ф 


Big Feet Mode: 
NFL Logo, Helmet, Whistle - €- 


Chrome Ball: 
NFL Logo, Football, NFL Logo + 4; 


Classic Ball: 


o 
® A 
7 


Out of the Bronx, one of the originals, 


F ; step up to any challenge, big or small, 







BOOGER 
BK’s resident magician passer, 
dropping crazy dimes and 
making people look silly on 
the regular. 


SPEEDY 
Queens’ best, taking people 
inside, outside and every- 
where in between as he 
shoots over them, ‘passes 
around them and runs past them. 


A Street ballers aren't as well-known as NBA 
players, but they're just as deadly on the blacktop. 
Here's what to watch out for. 





little or tall and come out on top! 


1/2 MAN 1/2 AMAZING 

Coming out of Bed-Stuy, 100% 
heart and attitude. One of the 
toughest to play the game. Will 


MAIN EVENT 

The best dunker out there. 
Representing Jersey, but destroying 
backboards and egos from coast 
to coast. 





: бше NFL GAMEDAY 2003, 











SEVEN YARDS - GUARANTEED 
ES. Al can’t compensate if your running backs are part of your passing 
game. Choose playsets that have both a halfback and a fullback behind the 
quarterback, then pick a passing play that has one or both of the backs 
(preferably the halfback) splitting off into the flat near or behind the line of 
scrimmage. Get the ball to him and rack up the easy yards. 


SEVEN YARDS GUARANTEED, PART 2 

Eventually, the Al will cheat and send a linebacker flying in at superhuman 
speed to break up the play. Mix in safe passes across the middle and some 
rushing plays to keep the defense honest. That way, you'll be able to break 
out your money play whenever you need some cheap yards. 


SEVEN YARDS GUARANTEED, 101 

Because GameDay shares so much of its codebase with NCAA GameBreaker 
2003, this same strategy will work just as well. Just be wary of your players’ 
stats, which will vary widely. If you're throwing passes to someone with 
butterfingers, you're going to see the pigskin hitting the ground in the 
backfield a lot. 








NFL Logo, Football, NFL Logo + «< 

Clear Skies: 
Fast Run: Midway Logo, Helmet, Football + > 
NFL Logo, Football, Helmet * €- 


Super Field Goals: 


Central Park: Midway Logo, Helmet, Football + «< 
NFL Logo, Football, Football + > 

No Punting (if teams agree): 
Arctic Station: Midway Logo, Goalpost, Midway Logo 
NFL Logo, Football, Goalpost + | + 


Big Head: 
Helmet, NFL Logo, NFL Logo + > 


Training Grounds: 
NFL Logo, Football, Whistle + 4 


Huge Head: 
Midway Logo, Goalpost, Whistle + «< 


Super Blitzing: 
NFL Logo, Whistle, Goalpost + Ф 


Tournament Mode: 
Midway Logo, Midway Logo, Midway 
Logo + | 


No First Downs (if teams agree): 
Helmet, Midway Logo, NFL Logo + PF 
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Two Worlds 
in Peril... 


dream world with jaw-dropping..— ш 
P- boss battles! “ы. < 


Immerse yourself in a luscious 3D _ 






|< НЕР 
Test your wits and skills in 
stages of ous soba lal 









xand puzzle solving gam 


Rumble and Tumble’s innovative 
team-up system offers a unique 
„~ gameplay experience! 






ата) unlock 
their full potential. Wield two at 
once to unleash a number of 
dazzling combination attacks! 













registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. All rights FTEs T d 


°° НО\\/ ТО 


MYST Ill: EXILE 

















Allow Stepping Out of Bounds (if Unlock pany 





teams agree): 
Helmet, oe ee Midway Logo 
т Є : Smart CPU: 


p Always Quarterback ору game), 


. Dont Highlight Receiver Gr team 
. Helmet, Helmet, Helmet + & | 


agree): - 


- Always Receiver (2-player game): 





Helmet, Helmet, Helmet + > Моне. 1 — 
٠ | __ Football, Helmet, Whistle ^ 
og = Extra Offensive Plays: 





Helmet, Football, Helmet + d Football, Football, Football + 
No Audible ы 


: | Eo : | 
( Football, Goalpost, NEL Logo + + > 


т. о NFL Loo * € 
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s |  ButtaFingaz: : 
D pues п Logo Goalpost + > _ Football, Goalpost, Whistle - + T 
Unlock All Movies: 


. Football, Midway: а. T TY | Football, Whistle, nom Logo * E 







: ; No ce (if teams agree): 
Football, Helmet, ману Logo + Ly _ Football, Whistle, W Whistle t T 
о о 
-- Goalpost, ‘Midway Logo, F Football 
Helmet + T. کک‎ ce 





Power-up D : | 
( боро. Helmet ay Logo = + ^4 : 









































NFL екз 


Bit, 
S 
e» 
JUST SAY "URLACHER" 


In previous NFL 2K titles, the lineman was the best defensive position to 
play (especially if he had a little speed, a la Jevon Kearse), enabling you to 
simultaneously clog up the middle and rattle the quarterback badly enough 
that the Al could run the secondary on its own. But this year’s offensive 
lines are much tougher, so you may want to consider becoming a run- 
Jamming, pass-eating defensive linebacker instead. Use the technique 
described below to own the midfield. 





BALL? WHAT 
BALL? 

The key to 

effective pass 7 
defense is this: don't 4 

try to tip the ball | А i 
away. Instead, tackle 
the receiver as he Nis 
touches the ball. If you time this well, 
you'll be able to jar the ball loose more 
often than you'd be able to tip it away. 
You may get hit with a couple interfer- 
ence calls, but once you learn the 
technique, it will all be worth it. Use 
this technique with any defender and 
you'll disrupt your opponents’ air 
attack leaving them no choice but 
to go to the ground. 











Goalpost, Midway Logo, Whistk 





c Helmet, Whist е сорон : 








: Tean COWBOYS 
у Logo, Football, Whistle - + e 








on Big Head: c | 
Helmet, NFL Logo, Football T c 








“Team Bilders: 
- . Football, Midway Logo, 





\ T 
Infinite Turbo (if teams agree): - 










=< = 


e Ta e duse 


2 po cour cii oi gaius s 


Ruthless CPU » | 
anglers to battle. 


Sega Bass Fishing Duel will knock you overboard 
with heated two-player competition. And when 
you finally run out of friends to beat, you can 
tackle the CPU opponents, each with their own 
personalities, strengths and weaknesses. This 


attitude may not make you popular around the 


* The only PlayStation82 computer entertain- 
ment system fishing game with split-screen 
two-player or vs. computer competition. 


watering hole, but it's lonely at the top, buddy. 
Who says fishing's not an extreme sport? 


EVERYONE 


Е. E PlayStation.e 


SEGA is registered in the U.S. Patent and Trademark Office. SEGA and Sega Bass Fishing are either registered trademarks or trademarks of SEGA CORPORATION. € WOW ENTERTAINMENT INC. /SEGA CORPORATION, 2001, 2002. 
www.sega.com. The ratings icon Is a trademark of the Interactive Digital Software Association. "PlayStation" and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. All rights reserved. 










SIC THE COPS ON OPPONENTS 
This is a trick that takes some practice 
to master. Try to “shadow” an 
opponent when your radar detector 
indicates you're approaching a speed 
trap. Run neck-and-neck with them, 
then stomp on the accelerator as you 
Start to pass the cop—you'll put your 
opponent slightly behind you, and 
there's a good chance the cop will 
decide to chase them instead of you. 


RUB THE SHOULDER 

NFS:HP2's tracks have nice, big 
shoulders, and for a very good 
reason—they're a key part to 
executing a winning strategy. On a 
basic level, they're great for swerving 
around slow-moving traffic (there's 
no big speed penalty and it's easier 
than squeezing between cars), but 
they're also an excellent way to avoid 
police roadblocks unscathed. You can 
also ditch cops pretty easily by 
running right up behind traffic when 
they're on your tail, then quickly 
driving onto the shoulder, causing 
the cops to rear-end other drivers! 


MAKE TRACKS AND TRAFFIC 
YOUR BAD BOY TOYS 

The game's courses offer plenty of 
opportunities to practice one of our 
favorite tactics: running opponents 


and cops into things. It's actually 
pretty simple: just let the 
opponent/cop keep up with you, then 
find the nearest indestructible 
obstacle (boulder, oncoming car, tree) 
and steer into it, veering away at the 
last possible second. They'll smack 
into it like Wile E. Coyote hitting a 
mountain with a tunnel painted on it. 


TAKE THE LONG WAY HOME... 
SOMETIMES 

Taking shortcuts is generally a no- 
brainer, but it can actually be advan- 
tageous to take the long way around 
sometimes. If your opponents all have 
cops on them when you come to a 
fork in the road, take the opposite 
path — there's a good chance the 
other racers will wreck or get busted, 
and you'll avoid the cops picking up 
on you in their place. 


ZIG WHEN THEY THINK YOU'RE 
ZAGGIN’ 

You can sometimes fake out cops on 
your tail by juking in one direction 
(towards the roadside is best) and 
then quickly steering in the other 
direction. If you time it right, you'll 
leave ‘em in a ditch! 


TUNE IN 
Listen to the police radio, and when 





keep one step ahead of The Man! 


roadblocks or spike strips are called 
in, use the ‘zone cam’ to find them 
up ahead. 


WHACK THE WHIRLYBIRD 
Helicopters have trouble tracking you 
through tunnels and over shortcuts. 
Use this knowledge to ditch those 
airborne attackers. 


GIVE ‘EM A BRAKE 

When a cop pulls ahead of you, try 
applying the brakes momentarily to 
get some distance between the two 
of you, then romping on it and 
swerving around him. 


NITEY-NIGHT NITROUS 
When you're being hotly pursued, 


A Just follow our handy tips, and you'll 





Ae 


coast through the corners. Cops with 
nitrous will sometimes hit the walls 


RUN, FORREST, RUN 

Keep your vehicle moving, even when 
you think you are caught. Sometimes 
you can still squirm through, even if 
you have to just push other vehicles 
out of your way. It ain’t pretty, but it 
keeps your wheels turning. 


LOOK UP, LOOK DOWN, 
LOOK ALL AROUND 

If you drive in the first person view, 
remember that you can always use 
the 360-zone camera to check out 
your surroundings. 















Team Neo Tokyo: 

Football, Goalpost, Goalpost + | 
Team Crunch Mode: 

Goalpost, NFL Logo, Football + > 
Team Brew Dawgs: 

Goalpost, Football, Helmet + | 
Team GSMers: 

Whistle, NFL Logo, Midway Logo + Ф 
Team Armageddon: 

Whistle, Goalpost, Football + > 
Power-up Linemen: 

Whistle, Helmet, Midway Logo + Ф 
No Random Fumbles (if teams agree): 
Whistle, Helmet, Football + | 

No Replays: 

Whistle, Whistle, Goalpost + > 

Rain: 


Whistle, Whistle, Whistle + > 

Unlock Special Characters 
Description Name PIN 
Beerdrinker. ... . ZEMAN ..... 1986 
Deerhunter... .. DEER....... 1997 
Cowboy........ COWBOY. ... 1996 


Silver Robot .... ROBOTS .... 1970 
Red Robot...... ROBOTR .... 1974 


Clown ......... CLOWN ..... 1974 
Dolphin. ....... DOLPHIN. ... 1972 
Dough Boy..... RBL-DBN.... 9669 
Viking ......... VIKING. ..... 1977 
Ber BEAR....... 1986 
Eagle.. EAGLE...... 1981 
Horse ......... HORSE ..... 1999 
Hon... ЦОМ ....... 1963 
Pinto.......... PINTO ...... 1966 
Pirate.......... PIRATE...... 2001 
Ват... RAM 2000 
Tiger .......... TIGER. ...... 1977 
Clown ......... MADISON . . . 1220 
MX SUPERFLY 
Two-wheeled codes 

Main game codes (entered on Main 
Menu): 

Unlock all tracks 

©> mm 9:09 m9 


Unlock all riders 

> +> у ш+< эб 
Unlock all bikes 

@+@ @+> +O qm-c() 


Unlock 250cc Freestyle 
Twt O m mty we 


Unlock everything 
© m+e © ® +> mty 
mio 


Track editor codes (entered in Track 
Editor): 

Unlock Station Z arena 

@+@ Э +e m+} 0+6 © 


Unlock all platforms 
witem+O we mte © 
> Btt © 


Unlock all ramps 
э ш+@єю+ 1 в+& (9 


Unlock all barriers 
m*Gu-63-m-5mtc2(69 


Unlock all obstacles 
© @+@ © He HO MO 
е @+е@ 
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MIKE TYSON 
HEAVYWEIGHT 
BOXING 


Codes fading into bolivion 


All codes are entered on the 


start screen 

Big Heads ............ eot 
Small Heads: .......... DOLT 
Flat Boxers:........... JOO 
Mutant Boxers:........ OETA 
Unlock Platinum...... (& 9 umm 
All Items. ....... ап сю @ 69 G9 
Credits у у 20200 


SCOOBY-DOO Ni 


Featuring the вгаппу-Ппп cartoon 
voite actors and guests. 





EVERYONE 


comic mischief Е НЕАМҮ 
; коч 
e STUDIOS. 





12 пиде levels based an the 
original Scooby-Doo cartoons. 


yg, 


PlayStation.2 


Encounter 20 classic 
ЕТА villains. 





WWW. elle Se сот 





“An essential racing 
purchase for speed 
freaks. Titus’ new 
arcade-style racer 
delivers on all counts. 
It’s a smashing drive.” 


- Play Magazine 


“You. .can really haul butt 
around every course. 
Couple that with the 
competitive wing-to- 
wing racing, and 
you're in hog heaven.” 

- EGM 


Also available on 


< 


uf 


$ 


Visit www.esrb.org 





or call 1-800-771-3772. 
for more info. 











WHAT HACING IS ALL ABOUT 


*Any easy recommend- 
ation.... It's quick, it 
handles well, and the 
tracks are designed 
exceptionally." 


- IGN 


“Delivers gameplay in 
spades. (Gold Medal).” 
- PSE2 


DOWNFOR 


алын пиш жиш пин иш ш ял: у) 





FASTER AND MORE DEVASTATING 


DOUWNEGKCE 


[E psc aspe REE Rises Esa aa E RAJ 


©2002 - TITUS SOFTWARE CORPORATION. Downforce, Titus and the Titus logo are registered trademarks of Titus Software Corporation. All rights reserved. Developed by Smartdog. Made with Karma Game Dynamics. 
“PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. All other trademarks and copyrights are the property of their respective owners. Game Boy Advance and the Game Boy Advance logo 


are trademarks of Nintendo. © 2001 Nintendo. Screens shown were taken from the PlayStation®2 version of the video game. 


Д WAS A 99 LB. BARBARIAN" 





AFTER UPGRADE" 


BEFORE UPGRADE 


"^| used to get molten lava kicked in my face. 
| was a little girly man, better suited to playing 
with sissy baby dolls than with battle axes. But 
then | mastered the UPGRADE FEATURE in 
BARBARIAN. Now nobody messes with me... 


NOBODY!!!" 





BARBARIAN is a revolutionary new game engineered 
to increase — and maintain — character power and 
ferociousness, fast! In recent head to head field tests, 
even mildly upgraded barbarians crushed their friends 
and foes without mercy. The MASSIVE 1-PLAYER 
QUEST mode - with 10 characters to choose from and 
literally hundreds of adventures to play — is the perfect 
training ground for customizing your barbarian, 
increasing strength and magic, and winning friends 
and influencing people with pure brute force. But 
wait! There's more: BARBARIAN also features an 
insane MULTIPLAYER MODE for up to 8 playable 
characters on screen at once, plus totally interactive 
environments, and best of all an exclusive ass-kicking 
"save-your-customized-barbarian-and-take-him- 
anywhere-with-you" formula! 


DON’T SETTLE FOR LESSER GAMES. 
DEMAND BARBARIAN TODAY. 


X 


xBox 


Suggestive Themes 


Violence 
NINTENDO 
GAMECUBE. 


CONTENT RATED BY 
ESR 





1002 Titus. Developed by Saffire Studios. Barbarian, a e аы 
M NER S EN the Xbox logos are either registered trademarks or trademarks of Mi 









Titus Software Corporation. All rights reserved. "PlayStation" and the "PS" Fami 
licrosoft Corporation in the U.S. and/or other countries and are used under license from 


- Gothar of Gundria 





"The 4-player mode is wicked. Now if | 
could just find 4 opponents I haven't already 
killed I would show you BARBARIAN's 8 

character on-screen mayhem." 


"Here | am getting Medieval on Keela. My 
weapon of choice is usually a tree, or a pillar, 
or my opponent... but you know me, everytime 

| can grab onto something and show off..." 


0 PlayStation.2 





SILVER MEDAL 
— PSE2 Magazine 


KKK K c.5 


— Maxim 


* Your actual results may vary, 
Mr. Saggy Breasts. 


EE 


> | E 


SArriitE 


Mc ULCUS ATE HU Hs € and the Nintendo GameCube logo are trademarks of 
PlayStation®2 computer entertainment system screen shots shown. 





A SORRY YUNA, but you and your Plays tion 2 just aren't good enough for Harvey. 


RANDY'S TIP 
OF THE MONTH: 


“Take it from me: analog 
control is definitely the 
way to go. You won't 
believe what a differ- 
ence the full 360 
degrees of movement 
makes over the old eight 
directions of digital 
control. | finally made 


the switch, and now RANDY 


__ they can't call me the 


. "diagonal doofus" when 
-- [m walking around 
. town! If only my Dual 
Shock experiment had 


gone as well...” 





150 North 


PSM Letters 
clo Imagine Media 


Brisbane, CA, 94005 USA 


Hill Drive 


E-mail: 
psm@imaginemedia.com. 





баман Ш. б. Bushey, nbusheu@sympatica.ca 


| | К Uu p Send your linkup e-mails to psm@imaginemedia.com, 
ша " " 5 " 
with “Link up” in the subject line. 


> Terra Kim, age 12 
Favorite Genres: RPGs, action, 


adventure games 

Favorite Games: FFIX, FFX, Spyro 
series, Tekken III 

Quote: “Girls are gamers, too!” 
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> Malik Robertson, age 13 
TheBig-G@inorbit.com 

Favorite Genres: RPG, Adventure 
Favorite Games: Shenmue, Halo, 
Virtual-On, Devil May Cry 

Quote: “The best of the best is me’ 
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> Icy, age 15 
Icysephiroth@realjuggalos.com 
Favorite Genres: RPG, Strategy, RPG 
Favorite Games: All FF, Lunar162, 
Chrono Cross/Trigger... Um, anything tl 
doesn't suck. 

Quote: "Allow me to extend my hand 
friendship and SHAKE YA @!$%IN’ 
NECK!” —Shaggy 2 Dope 


www.psmonline.com 





QN. 


A. Contrary to popular belief, a cheap gorilla suit 
isn't very comfortable. It does, however, have a 
rather large rack. Quick, turn the page! MY EYES!!! 


| am a huge fan of the Resident Evil Series. When 
| heard that the new games would only be 
coming out on the Gamecube and not PS2, | 
was really mad. Then, when | actually played the 
first RE game on Gamecube, | was furious!!! After 
| played it, | wanted a Gamecube for the sole 
purpose of buying all of the Resident Evil games 
that would be released. Unfortunately, | was 
completely broke. So then | came up with the 
crazy Idea of actually selling my prized PS2 and 
games! Now | have the Gamecube and the new 
RE game, but no PS2. | believe that | have com- 
pletely become a traitor to Sony. But | just can’t 
help it—I love the new RE game. What do you 
think | should do? Get rid of the Cube and go 
buy a new PS2, or just wait until | can get the 
money and then buy another PS2? 

Nate Arsenault, fmfracre87 @yshoo.com 


My friend, I’m afraid that this is a 
decision that only you can make. Just wait 
until Resident Evil Online comes out for 
PS2—your head will just explode :-) 
Remember, though, that the Gamecube is 
the only place that you're gonna have a 
chance to play REO and RE4, so... crap. 


> Jarrod, age 15 
p1chil@aol.com 
Favorite Genres: RPG, Fighting, Action 
Favorite Games: Final Fantasy X, 

hat Chrono Cross, FF7 Devil May Cry 
Metal Gear Solid 2, D 

in Quote: “Doesn't matter how you win, 
what matters is how badly the opposi- 
tion's crying!" 








DOWNTIME 


Hey, only 99% of our time is spent on 
playing games! We do other stuff, too! 





I REMEMBERED 
OUR TIME BY THE 
FLOWING CREEK.. 


THE SOUND:QF. 
RUSHING WATER 
FILLING OUR EARS: 


THE WATERFAL. 


AS RAINDRORS 
KISSED US 
АИ m 


A Chris gets all introspective after fini 
RPG. Final Fantasy X zoned him out for days... 


CLENCHING 


YOUR HAND 


A Let this be a lesson to everyone out there— 
voodoo curses are real, and nothing to laugh at. 


A Randy watches a lot of movies, and sometimes 
he has a little trouble coming back to "reality?" 





Call 
- the police... 
Ronald 
keeps me 
locked in \ 
the freezer | 
because / 
know his 
secrets. 


A. We eat way too much fast food, but Chris is 
the worst—his veins are filled with special sauce. 


> Preston “SoD” Johnson, age 15 
Son_of_Duo@Yahoo.com 

Favorite Genres: RPG 

Favorite Games: FFVII, FFVIII, FFX, 
Vanguard Bandits, Xenogears, 


Chrono Trigger 

Quote: “How do | know ? I'ma 
scientist; now fight my pissed off 
onions!” —Steph P. 





> Corey Jackson, age 15 
coreyjackson T1 yahoo.com 

Favorite Genres: RPG, FPS, ? 
Action/Adventure 

Favorite Games: Final Fantasy Series, 
Metal Gear Solid, Driver 2, Half-life 
Quote: “Somedays the road seems 
an eternity; days like this, it seems all 
too short’ 


In your July issue, | really thought that your 
“Going to the Movies” feature was great. After 
reading it, | am definitely going to get 007 Night 
Fire now. | still have a few questions about the 
Lord of the Rings game, however: 


1. Will each character in Lord of the Rings be 
able to get new weapons, or will they just be able 
to upgrade their existing ones? 


2. Does anyone actually carry the ring, and can 
they lose it in the game? 


3. Are the level bosses that are in the game 
actual characters from the movies, or are they 
just made up for the game? 

Justin Bardahl, grizzlybars@MSN.com 


: T. From what I understand, it will be 
a mixture of both. Some of the characters 
will be able to get new weapons but most 
will simply be able to use upgraded versions 
of their standard weapons. 


2. No. Frodo is the ring holder and he 
doesn't play a major a role in this game. 
He'll definitely show up from time to time, 
but he won't be playable (you'll have to use 
the other three characters to protect him). 
And no, you don't have to worry about 
losing the ring. 


3. The bosses are taken from the movies. I 
reckon that neither New Line Cinema or the 
Tolkien Association would appreciate the 
game developers making up their own 
enemies out of the blue. 


RPGs are starting to really turn turdwise! With 
cel-shading, Final Fantasy's "Active Time Battle", 
"new battle systems", "futuristic twists; and other 
such stuff, all RPGs are becoming a genre of 
their own while at the same time becoming 
absolutely NOTHING fresh and new. You see, my 
favorites consist of the following: FF7 FF4, FF 
Tactics, Phantasy Star 4, and Super Mario RPG, 
because they have classic characters, great sto- 


Favorite 
Favorite 


Quote: “ 


www.psmonline.com 


P Liz, age 17 


Fantasy IV. VI, VII, IX,. X, and Final 
Fantasy Tactics, Chrono Trigger and 
Chrono Cross, Vagrant Story, Tekken 
series, Legend of Dragoon 


dirty habit" 


rylines, orthodox fighting systems or ones that 
aren't overdone, good music, and, for their time, 
great graphics. It's fine that there are so many 
pioneers making advancements to their field, but 
at the same time we need people to produce 
more classics that a person can stand to play 
through at least three times. | play Mario RPG 
once every year, and FF7 only slightly less! Now 
that FF has sold its soul to the online world, | 
think that some company needs to step forward 
to be the new “RPG Hero” and create a solid 


series of games with boundless sequels that con- § 


centrate on quality instead of the "revolutionary" 


Caleb Robinson, Ш 
pineapple boy msn.com HN 


ad 


You know Caleb, | keep hearing 
players moaning that RPGs today rely more 
upon graphics and gimmickry than story- 
telling and solid character development, but 
I personally find it to be a bit hypocritical. 

Here’s the thing: everything was new 
once, so it’s simply shortsighted to 
begrudge a game for trying something new. 
In fact, most of the games you list as 
favorites were trying something new back 
when they were released. FF Tactics, for 
example, was a huge departure from the 
series in terms of gameplay, and don’t you 
remember how many diehard fans were 
infuriated by the cyberpunk setting in FF7? 
But history has shown that both were good 
things, not bad. And on the subject of cel- 
shading, I happen to think that it looks far 
more traditional than realistic, FFX-style 
modeling does, so | don’t know exactly 
where you're going with that. 

If you want to talk about battle systems, 
most players will tell you that the Grandia 
games have, hands down, the best battle 
system out there—and it didn’t surface until 
1997. That’s two years after Super Mario 
RPG and six years after FF IV, so it’s fairly 
new in the grand scheme of things. Then 
there are Shadow Hearts, Valkyrie Profile, 
and Vagrant Story, all of which added new 
and fresh elements to the mix without per- 
forming sacrilege. And wouldn’t you agree 
that Final Fantasy X’s turn-based system > 


Genres: RPG, fighting 
Games: XENOGEARS, Final 


Devil May Cry 
More peace is such a 
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Are RPG folk 
starting to geta 
P\ bit... stale? 






GAMES WE 
WANT TO SEE 


RANDOM ENCOUNTER 
Role-playing enters a _ 
new dimension! You are 
a monster assigned to a 
random spot on the 
world map. Every minute 
or two, a party of 
adventurers walks by 
your hiding spot and the 
battle begins! Your 
options include “Attack”, 
“Strike”, and “Hit”. In 
the rare event that the 
adventurers actually lose 
the battle, you don't 
actually level up or take 
any of their loot—you 
just sit their waiting for 
the next party to come 
along. You get to carry 
lots of gold coins and 
items, including rare 
magical weapons, but 
you can’t ever use them. 


> Randall K, age 15 

Favorite Genres: Everything the PSM 
Staff tells me to play. 

Favorite Games: Metal Gear Solid 2: 
Sons Of Liberty, Metal Géar Solid, all 
Final Fantasy games, including Tactics, 


Quote: "They're tough enough to eat 
nails and ask for seconds? 





lel 


Р O ¥ ДР 


HARDCORE 
Done but nol Forgallen 


Whatever happened to Psygnosis, the 
original publisher of the Wipeout series? 
Steve Pappas, 
captainobvious_2002@yshoo.com 





Good question. Back in 1997, 
Psygnosis employed some 800 people, 
spread over multiple studios in Europe 
and the U.S. However, Sony has owned 
the company since back in 1993, and 
over time, the big “S” has simply 
assimilated it. Psygnosis hasn’t died 
out, but it has been sort of selectively 
dissected and reformed into various 
Sony studios. For example, Dropship 
was created by Sony Europe’s Camden 
studio—also known as Psygnosis 
Camden. And Sony’s Studio Liverpool, 
developer of WipEout Fusion? In 
Europe, the studio still uses its original 
name—Psygnosis Liverpool. 


АР АР АР 4 


> is more traditional than the meter system 
that the series was using before? 

Also, there are still plenty more solid, tra- 
ditionally-styled RPGs on the way—watch 
for Star Ocean 3, Suikoden III, and 
Growlanser II and III, just to name a few. 
Dragon Warrior VII comes to mind as the 
ultimate example—they just don’t come 
more hardcore and traditional than that. 

So yes, the RPG genre is expanding and 
trying new things and no, innovation 
absolutely should not take the place of 
solid fundamentals (good story, characters, 
music, etc.), but I believe it is a developer’s 
duty to also bring new ideas into the mix. 


| always get excited when one of my favorite 
game series gets made into a movie, but then 
the movie company makes some random movie 
that doesn't follow the game (i.e. Final Fantasy: 
The Spirits Within) and it makes barely any 
money. Personally, | think the movies would do 
much better if they were truer to the games. 


W m. e 
ASK THE 
BOO-L.H. 

ES im 
GORILLA 


[| nyour August 2002 issue, Mr. Bill Donohue makes a 








joke about someone's addiction to RPGs. This is a 
serious business—especially since it has been publicized 
that a young man has killed himself over his Everquest 
addiction (this is a true story). 

I think that there should eventually have to be some 
kind of counseling service to deal with this illness. 

| find this ironic, especially since in the same issue 
you condone someone going back inside of their 
burning house to save their PlayStation 2 (an equally 
serious mental malady). 
Andres Baca, andy.8@juno.com 


BILL Well, folks, old Andres here is living proof that 
not only is Political Correctness running rampant, but 
America's kids are being intentionally dumbed down 








by government schools. First of all, Andres, anyone 
who would kill themselves, especially over a 
videogame, is a sick, twisted loser. They don't need 
counseling, they need a one-way ticket to the Rubber 
DT ECC RUE UTI ï 
Secondly, the word *condone' means to pardon or 
overlook. 1 did not *condone' Mr. Szyndler's actions; I 
condemned them. In fact, I called him a moron for 
running into a burning house to save his PS2. Maybe 
my sentence structure was too complex for little, 
sensitive Andres, so I'll simplify it for him: ‘Fire bad... 
No run in fire for game... Fire hot... ' Got it, Andres? 


Have a question that requires a thoughtful, adult answer? 
Send an e-mail to bdonohue(imaginemedia.com, with 
“800-LB. Gorilla” in the Subject Line. 


What do you guys at PSM think about this? 
Auston Montville, 
chronozeo 13 @juno.com 


We'd all like to see game movies 

that are truer to the original material, but a 
balance has to be struck. Resident Evil is a 
good example (albeit a bad movie). Other 
than the fact that it featured zombies, a 
zombie-making virus, and Umbrella Corp, it 
had nothing to do with the story and char- 
acters from the game. However, if you just 
took the game— plot, dialog, and all—and 
condensed it down to two hours, it 
probably wouldn't have been much better. 

Game movies are always going to attract 
fans of the games first and foremost, so 
maybe the best plan is to keep more of the 
elements fans are familiar with and put 
some really good screenwriters who respect 
the source material on the job. So far, we've 
largely had writer-directors who've only 
heard about the games or had them briefly 
explained by someone who's played them. 
Comic books are finally starting to get the 
respect they deserve during production 
(Spider-Man is a great example), so we can 
only hope that games finally will as well. 





| am a professional programmer, and as such, I 
know how lazy programmers can be! 
Programmers are always trying to cut corners, 
but it has to be ones that nobody will notice. 

| just dug up Madden 2002 again, after about 
six months since football season has ended. | 
usually play on “Pro” difficulty, and | have noticed 
that, at times, the computer seems to "force" its 
way into the endzone. | don’t just mean that | 
missed a tackle; what | mean is that their 
runners, including receivers who just caught the 
ball while the DB supposedly covering him was 
drinking a coke on the sideline, seem to have 
superhuman abilities. They can shake off up to 
five would-be tacklers at the time. And if you do 
get lucky and defend a play, the computer then 
resorts to penalties to move the ball. 

Am | just paranoid, or is it possible that they 
have placed this code in there to make it a 
closer game? This subject has probably been 
beaten to death already, but | thought that you 
guys might have some kind of insiders’ perspec- 
tive. It really bothers me, because | don’t care if | 
lose, but | really hate it when | know that there’s 
absolutely NOTHING that | can do about it. 

Ryan, 
Ryan.Hulchison@acs-inc.com 


WHERE ARE 
THEY NOW? 


PUNKY SKUNK x 
Punky’s ^ : 
road to. $99 
stardom aes 
came toa aR 
quick end once it was 
discovered that his self- 
titled 1998 PSone game 
stank as much as he did. 
Crushed, Punky spent 
three years living behind 
a dumpster, getting high 
off his own smell. He’d 
charge others for whiffs, 
spending the change on 


occasional Big Macs 
when dumpster dinners 


would make him ill. 
- But that’s all in the 


past. Today Punky isa 
high school PE teacher in _ 
Mount Airy, NC. Still, - 







we'll always re 
his as that lame masc 
from a crappy game. 





P- Marcus, age 20 
maikatana@mechapilot.com 


Favorite Genres: Anything with 


swords and/or mecha. 


»- DJ Williams, age 16 

DJ. 8888@Hotmail.com 
Favorite Genres: Fighting, Racing, 
FPS, Action/Adventure 


> Steven Dunbar, age 13 
squall7623@yahoo.com 
Favorite Genres: RPG, Sports, 
Action/Adventure 


> Rebecca Dorffner, age 20 
Gaming_Goddess@webtu.net 


Favorite Genres: RPGs, Simulations 
Favorite Games: FF Lunar? & 2 
Quote: “Roll the dice to see if I’m 
getting drunk!" 


Favorite Games: Castlevania: SOTN, 
Soul Calibur, Chrono Trigger, Super 
Metroid, and'Armored Core Series 
Quote: "I like my cars like | like my 
women... Japanese" 


all Final Fantasies. 


a coward’ 
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Favorite Games: Guilty Gear X, Metal 
Gear Solid1-2, Gran Turismo 3 A-Spec, 


Quote: “There are no tears shed for 


Favorite Games: FF7 Grandia, Lunar 
2, Persona 2, Chrono Trigger, GTAS, 
THPS2, Megaman X 

Quote: "The JACK-ASSES go up the 
DAM to fetch some water" 
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Crank out huge airs like 
10-time World Vert Champ 
Mat Hoffman. 


The only BMX game to 


BMX WILL NEVER BE THE SAME... offer flatland tricks. 


Jump on the bus with Mat Hoffman and ten 
other top pros for the ultimate BMX 


blowout through eight U.S. cities. Pull er) /mAT Ir YE 
hundreds of tricks and combos using 

the new Trick Tweaking System or PR R O B т X, 
keep it on the ground with the only ^ 
BMX game that offers flatland moves. 
Unlock behind-the-scenes video footage 
from Mat's actual road trip and then snap shots of 
your best tricks for your own photo scrapbook. 


One day on this road trip and you'll know why BMX 
will never be the same. 








WIN A TRIP TO MEET.MAT HOFFMAN ON TOUR! 


Go to http://www.activisiono2.com/hoffman.html : 
and enter the “Meet Mat” Sweepstakes for your RTE ooo oaa 
chance to win a trip to meet Mat Hoffman on tour and 

other cool prizes. Register today! 





Force your opponent off the T 
Sweepstakes ends 9/20/02. No purchase necessary. Void for Florida ve PUSH mode. 
residents. Go to http://www.activisiono2.com/hoffman.html in the 02 exclusi 
for the official rules. 
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licrosoft Corporation in the U.S.A, and/or other countries and are licensed under Microsoft. 7", &, Game 





AN ARMY OF ONE 


AS A PART OF AMERICA'S ELITE, 
YOU CAN EARN... 


» MONEY TOWARDS COLLEGE 
> VALUABLE LEADERSHIP SKILLS 
> BITCHIN' ALIEN WEAPONS 
OUR 
ENEMY SURE AND COOL-ASS BIKES 
> AND HEY, CHICKS DIG THE UNIFORM 


TODAY'S ARMY : 
KICKS MAJOR ASS! jigs NO Ma 
DO YOU HAVE WHAT IT mr" ARA 


TAKES TO FIGHT THE 
“ALIEN. MENACE? 


LOOKS COOL 7 
WHILE KILLING M-MMM, 
us! | WE BE HAVIN' V 
STEAK 


WITH 
THIS KILL 
RATE, I'LL WIN 
THAT BIKE FOR 
SURE! 


Many developers, along with EA, 
have used techniques to keep their games 
as close as possible. Midway was especially 
notorious for this during the NBA Jam era— 
those of you who have played the series 
will understand what I mean. The last part 
of a game would always be a major 
struggle. The CPU-controlled players would 
really put on the heat and sink almost every 
basket, while your ability to score would be 
slightly reduced. Is it fair? Probably not, 
but it makes the game a bit more exciting, 
doesn’t it? Still, these sort of CPU enhance- 
ments are starting to fade away as develop- 
ers really learn to develop realistic playing 
characters. More and more these days, a 
game will beat you because it’s actually 
better than you... not because it cheated. 


I'm 17 and African American. I've been playing 
videogames since | was seven. One thing I've 
noticed in games is how they portray black 
people. They usually talk ghetto, get killed off 
early in the game, and have weird costumes 
(most black characters have on the stereotypical 
“gangster” clothes). For example, in Dead or 
Alive, the only black character has on either a 
street outfit or some goofy alien costume. And 
who can forget Final Fantasy VII's Barret, who 
cursed all the time? What | want to know is if 
Japanese game designers view all black people 
one way? | want to get in the game industry and 
| hope that they won't turn down my game 


> Justin Colley, age 14 
Rabidpanda373@hotmail.com 
Favorite Genres: RACING, 
Action/Adventure and Sports 
(RPGs Truly Suck) 


Favorite Games: Gran Turismo 3, 
MGS2, TMB, GTA3, TMB, Tony Hawk 3 
and Madden 2002 

Quote: “Yeah Baby!” 


> Ty Burris, age 14 
tybo_jonson@yahoo.com 

Favorite Genres: All, but mostly action 
games and sports 

Favorite Games: Metal Gear Solid, 
Tony Hawk Pro Skater1, 2 and 3 (PS2), 
Smackdown, 2 and 3, Syphon Filter 2, 
and GTA 3 

Quote: “Final Fantasy Sucks” 


ИТ! 
aa 


WELCOME 


TO EARTH, YOU 
SCUM! к 


because the lead character is black! My friends 
that are white even complain about all of this 
stuff. Please respond to this, so that my dream of 
becoming a game developer isn’t spoiled. 
Brandon Brown, 
Iheone228502 Gyahoo.com 


First of all Brandon, the portrayal of 
black characters in games should have 
NOTHING to do with your chances of 
becoming a game designer. We know plenty 
of African American developers. Go for it! 

As for your concern about the Japanese 
perception of black people, it's true that 
black characters are often painfully stereo- 
typed in games, but I don’t think that it’s 
malicious. It’s important to remember that 
developers tend to create characters from 
cultures with which they are familiar, and 
Japan simply doesn’t have a great deal of 
racial diversity. | suspect that this is the 
main reason black characters are so often 
reduced to potentially insulting stereo- 
types. Still, more and more positive 
minority characters are showing up these 
days: Virtua Fighter 4’s Vanessa and Tekken 
4's Christie, for example. 

On a final, ironic note, some of the char- 
acters you mention are actually based upon 
real celebrities: Barret is basically Mr. T, and 
DOA’s Zack is clearly Dennis Rodman, just as 
Bass is obviously Hulk Hogan. Blame those 
guys for being fascinating to the Japanese. 
Truth truly is stranger than fiction. 
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» Timo Martinez, age 14 
timo99@comcast.net 

Favorite Genres: Action/Adventure, 
Platform games 

Favorite Games: Sonic the Hedgehog 
Series, Megaman X Series, Devil May 
Cry, Metal Gear Solid 2, & Onimusha 
Quote: “In space, no one can hear 
you scream” 





TECH TALK 


Having just played the S/y Cooper Demo, l'm now more convinced to 
NOT buy the game when it comes out. Sure, the animation was 
excellent, I’m a sucker for cel-shading, the dialog was cute between the 
characters, and the gameplay seemed... okay. However in my opinion, 
there were several large problems with this demo. First off, the camera 
angles in some places were just downright impossible to negotiate, 
often being blocked by cliff faces or other large and immovable objects. 

However, this frustration was nothing compared to what eventually led 
me to turn the game off and toss the disk in the trash: Not once, not 
twice, but THREE times while exploring a level, | would simply fall 
through an invisible "hole" while walking along, and would be stuck in 
the falling animation endlessly, unable to move or jump back out. | 
could only float to the edges of the hole and swing my weapon. It’s 
acceptable when | get myself killed by an enemy in a game, but it's 
nothing short of maddening when you are killed by bad programming. 
David Miller Jr., dwmillerjrGBuffalo.com 





What you were playing was an unfinished beta version 
of a game not due out until late September. While I’m sure the 
crew at Sucker Punch worked hard to stomp out as many bugs 
as possible in time for the demo disc, a game that hasn't yet 
passed Sony's quality assurance testing is bound to have 
glitches. We've had the “hole” bug happen to us, but we see 
stuff like that in unfinished games all the time. 


I'd also like to point out that the camera, while also 
unfinished, works fine if you move it around manually from time 
to time. ! personally can't get enough of this zame—it's great! 


» Joseph Mucklow, age 15 
kahrramsus29@yahoo.com 

Favorite Genres: none 

Favorite Games: Shenmue (DC), 
Phantasy Star Online (DC), JGR (DO), 
PDS (SS), Xenogears (PSX), and Grand 
Theft Auto 3(PS2) 

Quote: "Don't like Sega, and you call 
yourself a hardcore gamer? Pathetic” 


















Get ready to come to blows with over 4 
130 types of enemies hell bent on Ё 
making mincemeat out of you 
and your party. Traverse 8 wild 
elemental lands while discovering 
the depths of the newly tuned 
Grandia combat and magic 
systems and tackling 
the most brutal 
Grandia yet. It’s not 
called xtreme 
for nothing. 
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Surviving an alien assault. Easy. J 
Getting this woman into a hot tub. 


Not so easy. 
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Media with passion 


And then, well, we dropped the ball. Due 
to miscommunication between ourselves 
меп А and other departments, Joe’s cover was 





128 


Every Final Fantasy cover we've done has 
sold really well, so for FFVIII, we really 
wanted to go all out and do something 
special. So, we contacted two of the very 
top comic book illustrators in the world, 
Joe Madureira and J.G. Jones, to create 
two different covers for the issue. 
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never printed, and the Jones cover was 
used on the entire run. While that cover 
was amazing, so was Joe's... (sob). 

In other news that month, Dino Crisis 
and the first Sou/ Reaver were just hitting 
store shelves, and we continued to hunt 
down every shred of PS2 news. A darn 
good issue, despite our cover fumble. 





The Future Network serves the information needs of 
groups of people who share a passion. We aim to satisfy 
their passion by creating magazines and websites that 
offer superb value for money, trustworthy information, 
multiple ways to save time and money, and are a pleasure 
to read or visit. This simple strategy has helped create one 
of the fastest-growing media companies in the world: we 
publish more than 100 magazines, 20 magazine websites 
and a number of web networks from offices in five 
countries. The company also licenses 42 magazines in 30 
countries.The Future Network is.a public company quoted 
on the London Stock Exchange (symbol: ЕНЕР, 
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[/! Franchise Mode. Deepest hockey experience available. e NEW Hockey School and Mini-Games. 
VEW Season Mode. Every team and every game. * Exi 
JW Full in-depth stat tracking. 


e NEW International & All-Star Teams, plus Fantasy Teams and Stadiums. 


Exclusive - Aggressive style 3-on-3 hockey action means big hits, 
rocket goals and ferocious gameplay. 
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E 8-on-8 adrenaline-style gameplay means more i wa T E TTA Name, number, height, weight, pats, 
gger players, bigger plays and bigger hits than any >. abilities — your alter ego never had it so good. _ 





] pall videogame! 
V Fantasy stadiums in amazing locales and incredible fantasy ° NEW Updated rosters, uniforms and stadiums — including 
players. the Houston Texans. 
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